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INCROOUCTION

n those derk, bleak years if seemed inconceivable thaf our beloved Dara Happa, much conquered and abused,

would ever shake free of the dragon’s scales. Indeed, many had come fo accepf that Yelm had furned his back on
his most faithful of children, surrendering us fo fthe Dragon Empire which, cloaked in the rays of the sun, sought
fo blind us fo the fruth and lead us all info that mosf hideous enferprise that creafed monsfers ouf of men [ike
Obduran, Lord Greaf Burin and so many ofhers.

Buf the golden smile of Yelm was simply hidden. If was hidden deep, yes, and in the mosf unlikely of places, buf
Dara Heppa was nof surrendered. From ouf of the shadow sfepped aman and he challenged the Golden Dragon
Emperor and emerged viclorious. Thaf fake cloak of the sun was forn fo shreds and the Dragon Friends puf fo
flight: Dara Happa’s armies found ftheir frue sfrengfh and Yelm marched af their head, banners unfurled and their
radiance blinding fo all who would oppose Him.

It fook courage and it fook blood. I} fook the manifesf will of frue heroes and, although their names have been losf
fo us through the fickle ways of fime, we remember, here and now, the deeds they performed and fhe freedom

INTRO

.

fthey provided. Buf there is one name we shall never forgef. One name that shines brighfly above all ofhers.

Thaf name is Karvanyarand this is his sfory.

— Cuthanyar Ironsun, wrifing in “The New Book of the Sun’

This book concerns Dara Happa. It tells an epic tale
of rebellion, treachery and, ultimately, open war. It
chronicles the exploits of Karvanyar, the Poor Woman’s
Son, how he slew a dragon and how he restored Dara
Happa’s pride and independence.

Yet Karvanyar did not act alone. Although he is
remembered as the Great Hero of the early 10"
century he had many followers who were heroes in
their own right; Karvanyar could not have succeeded
without their help and, without them, the Empire of
Wyrms Friends might still rule the mighty lands of
Dara Happa, changing forever the fate of the Second
Age of Glorantha and, with it, the course of its Third
Age which sees the creation of the Red Moon and the
rise of the glorious Lunar Empire.

This book, then, concerns Karvanyar. But it also
concerns the player characters who, in different ways,
have a profound effect on Dara Happa’s future.

Dow to Use Chis
Book

Dara Happa Stirs is a campaign setting. It describes
several years of events in Glorantha’s Second
Age, beginning in the year 909, with Karvanyar’s
emergence from hiding, and concludes in 920 as
Dara Happa ejects the Empire of Wyrm Friends from
its lands and pursues its armies to destruction in the
lands of Sylila. The player characters take part in
these monumental events acting as the key followers
of Karvanyar, helping him to ascend to greatness. In
the course of the campaign they will engage in quests
mundane and heroic, take part in missions concerned
with guile and stealth, great magic and mighty battles.
They will face the full might of the EWF and its most
powerful champions. It is a tale of might and courage,
of desperation and luck, but also of heroic sacrifice.



The campaign, as read, will seem to Games Masters
to be very linear — to coin a phrase sometimes used
in roleplaying game parlance, ‘railroading’. This is
deliberate to a large extent. Karvanyar’s story and the
arc it forms in this campaign is largely fixed. That
said, the characters are participants within it and there
are many ways in which they will influence certain
parts of the story arc and will undoubtedly have
opportunities to change it. It is impossible to account
for every character-driven eventuality and outcome,
of course, and we have not attempted to try. One
of the arts of Games Mastering is adapting planned
outcomes and story arcs to how the characters act;
in many ways then, you, as Games Master, need to
decide how you want the Dara Happa Stirs campaign
to unfold. If you want to tell Karvanyar’s story as
presented here, with the outcomes described, you will
have to do some railroading. However, if you prefer a
more freewheeling campaign style, with the characters
driving the outcomes as fully as possible, you may
find yourself swinging to the other extreme and having
to adapt the campaign structure to account for the
characters’ actions and their consequences. A happy
medium is somewhere in between the two styles — but
do not, or try not to, feel constrained by the density of
the campaign arc: Your Dara Happa Will Vary; maybe
the EWF retains control of Peloria; maybe one of the
characters ascends to emperor. That, after all, is one of
the joys of roleplaying.

Characters

Some parts of the campaign are tough and some
characterswill notsurvive. Itistherefore recommended
that, before the campaign begins, Games Masters
consider the following.

o} Have each player create two characters. The
first character should be of either Veteran or
Master level, as described on page 106 of the
RuneQuest rules. The second character should
be of standard or Seasoned level. This second
character is considered to be either a friend,
colleague, retainer or trusted relation of the
main character — someone who accompanies
the main character and knows what he knows.
If the main character dies, then the secondary
character becomes the main character. If

necessary, the player can create a new secondary
character to maintain the character chain.

o} Secondary characters improve in experience
just as the main character improves. The
Games Master should decide if the secondary
character improves discretely from the main
character, or if he receives an identical number
of improvement rolls and improvement points
(but obviously in skills chosen by the player).

o} Secondary characters can assist or aid the main
character or simply remain in the background.

There are considerable areas of downtime between
scenarios and these should be used for the characters
to advance and grow. Games Masters should not be
overly stringent in giving Improvement Rolls and
Hero Points; the characters are taking part in heroic
events and whilst they will not begin the game as such,
they should, by the end of the campaign, be of a heroic
level — movers and shakers in Dara Happa.

The campaign includes game statistics for non-
player characters but some important ones, such as
Karvanyar or Lorenkarten, are deliberately devoid of
statistics. These people are story protagonists and are
unlikely to be in positions where they can be killed by
the characters. The final chapter of this book offers
guidance on how the likes of Karvanyar should be
roleplayed through the campaign, and lists the magic or
powers they have available; this should be enough for
most circumstances. However if it proves necessary to
create statistics, then these figures will be of a Heroic
status without question — and should always be more
than a match for any of the player characters.

The Campaign

The Games Master should read through Dara Happa
Stirs carefully to become familiar with its structure.
Although the overall story arc is linear, the events
that contribute to it are not. Time passes between key
events when the characters simply get on with their
lives; at others one event leads directly to another.
The Games Master, and players, should be prepared
for a long-term approach. It is recommended that
other adventures are interspersed where appropriate
although the whole campaign can be played through
if that is the preferred approach.

-
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The Games Master also needs to be fully familiar
with the central protagonists, their motivations and
their powers. Some shift sides; others become more
ruthless and desperate as Karvanyar’s schemes come
to fruition. Their responses need to be keyed to the
actions of the main heroes of Dara Happa, and adjusted
accordingly.

There is, of course, the possibility that Karvanyar will
fail and Dara Happa will not win its independence. If
such a thing happens Games Masters should consider
the impact it will have in the future. Otherwise, this
book details events that shape Dara Happa’s history
for the remainder of the Second Age and into the Third
Age - the Age of the Hero Wars. But, naturally, Your
Glorantha Will Vary...

The Structure

The campaign takes place over about a decade, starting
with Karvanyar’s emergence in 909 and concluding
with the EWF being driven from Dara Happa in 920.
Some events may take hours or days to resolve, but the
implications of these events are described in terms of
their longer-range effects. Perhaps most crucially, do
not lose sight of the importance of the characters. There
are many great and powerful non-player characters in
this story, not least Karvanyar himself, and legendary
figures such as Alakoring the Dragonbreaker and
Lorenkarten the Mile, but this campaign should be
about the player characters. They should be given
the opportunity to act as heroes and emerge as heroes.
At the story’s conclusion Karvanyar’s name is the
one that shines, but that radiance cannot be possible
without the efforts of others. History will remember
the Emperor, but contemporaries will remember
those who did the dirty work. The Emperor himself
will reward them too, so their descendants will live in
glory and wealth. Game Masters should strive to make
sure the players are aware of this long-term benefit as
they must always feel this way and contribute fully to
a great and epic tale.

Glorancha: Che Second Age Crraca

In Cults of Gloranthavolume I, and Dragonewts:
A Guide to the Eravssarr, the Golden Dragon
Emperor is referred to as being coiled around
the Imperial Temple in Yuthuppa. This is
incorrect, and should read Raibanth. This book
provides the correct detail and supersedes the
references found in earlier works.

Summary of Dara Happa Stirs

Chapcer One - Oara Nappa and che Ostir
River Valley.

An overview of the area where Dara Happa Stirs is set,
including detail concerning Raibanth, the capital, the
Golden Sun Emperor, and the EWF presence in Dara
Happa.

Chapeer Cwo - Oara Dappan Characcers
A chapter containing extended guidance on creating
authentic Dara Happan characters for use in this
campaign and other Gloranthan adventures.

Chapcer Chree - Culcs of che Sun

An overview of Dara Happan cosmology through the
description of the Gods’ Wall. New cults are described,
and sample Associations and Leagues provided.

Chapreer [-our - A Poor (Uoman's Son

The first part of the Dara Happa Stirs campaign. Here
the characters find and identify beyond all doubt the
hero Karvanyar, who will become the axis of the
adventures to follow.



Chapeer Jave - Seeing Ouc che Goddess

In which the characters assist Karvanyar to enter the
Golden Daughter Contest so that he might marry
the daughter of the Dragon Sun Emperor. A part of
this task involves the assassination of a Wyrmfriend
proselytiser in the ruined city of Mernita.

Chapcer Six - (Whchin che Green (Ualls of
el

The characters must journey to the city of Alkoth, gate

to the Underworld, in order to both continue with the

Golden Daughter Contest and seek allies from those

who worship Shargash the Destroyer.

Chapeer Seven - As Vasc as Cmperors
Karvanyar and his companions return to Raibanth and
challenge for the Golden Dragon’s daughter. The first
act of rebellion is executed and the emperorship of
Dara Happa is decided.

Chapeer Cighe - Lords op (Uar

This chapter provides an overview of the key events
between 911 and 920, outlining the battles that follow
the downfall of the EWF in Dara Happa. A series
of scenario seeds are presented for Games Masters
to flesh-out as needs dictate, if they want to take the
characters through to the final expulsion of the EWF
from Peloria.

Chapcer Nine - Oramacis PDersonac

Notes and guidance on how to play and use the
legendary characters appearing in thisbook: Karvanyar,
Urvanyar, and so on.

Supporcing Resources

Dara Happa Stirs draws upon the full gamut of Second
Age Glorantha resources. The following books will be
of considerable use:

Cults of Glorantha volumes 1 & 2
Dragonewts: A Guide to the Eravssarr
Glorantha: The Second Age
RuneQuest Spellbook

RuneQuest

RuneQuest Companion

Dara Happa’s history figures prominently in Dara
Happa Stirs. To gain a greater appreciation and
understanding of this fascinating land, we also
recommend the following books from the Stafford
Library, published by Moon Design

Glorious ReAscent of Yelm — for a detailed mythical
understanding of Dara Happa

History of the Heortling Peoples — a full history of
Glorantha’s second age from an Orlanthi viewpoint
The Fortunate Succession — for a detailed chronology
of Dara Happa’s emperors

-
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OARA DAPPA ANO TheE
OSLIR RIVER VALLEY

Yelm rules the cosmos and the region known as Dara
Happa is sacred to him and those serving him. Yelm’s
re-ascent from Death returned light to the world and
it was to Dara Happa that he came first. Many lands
with many gods surround Dara Happa but none are
so old or so great and Yelm ignores all those that did
not come before him and pledge allegiance. The gods
that did are commemorated in the Gods’ Wall and
they, alone, define Yelm’s dominion and are held aloft
within Dara Happa.

This chapter traces Dara Happa from its formation
under Murharzarm, the first emperor, through to its
present day. Space precludes a detailed examination
of Dara Happa’s lengthy and turbulent history but the
key events are covered.

Present day Dara Happa is described in terms of the
cities of the empire, its people, their outlook, and life
under the Golden Dragon emperor and the Empire of
Wyrms’ Friends. This entire chapter is relevant to the
Dara Happa Stirs campaign that unfolds through the
rest of the book.

Peloria

Dara Happa occupies central Peloria. It is essentially a
thin band following the Oslir River from the Thunder
Delta in the north down to the Plough Line in the south.
To the east are the kingdoms of Rinliddi, Kostadi and
Vaird, with the Hungry Plateau and Jord Mountains
rising from the Kostadi plain.

To the west are the kingdoms of Pelanda and Darjinn.
Darjinn, in particular, has been disputed for many
centuries, viewed as a property, but a lesser property,
by the Dara Happans, and as an independent kingdom
by the Darjinni. Currently the Darjinni have their
independence, but under the watchful eye of the EWF.
Beyond Darjinn is Talastar, a kingdom of Orlanthi
barbarians that have embraced the EWF but are held
in check by Carmania, which has claimed Talastar as a

Dara Happa is one of the Greaf Dragon’s wings,
cloaked in fhe scales of the sun. With that wing
and the spine of Oslira we shall use Dara Heppa
fo fake fo the skies, the Crown of Soverejgnfy
burning above us with fhe radiance of the
Cosmic Dragon ifself.

—  Lorenkarfen the Mile, member of the Efernal
Dragon Ring

province. Talastar might be a crucible for disastrous civil
war were it not for the stirrings of chaos in Dorastor.

Despite its confines Dara Happa has always dominated
central Peloria. None can dispute Yelm’s influence
and although it is skirted by kingdoms with individual
agendas and territorial claims, Dara Happa holds sway
even in these days of draconic occupation. If anything
the Dara Happan dominance is given a greater degree
of legitimacy because the EWF has permitted the
Solar pantheon to continue across the empire despite
its effective defeat at the hands of the Golden Dragon
and the Eternal Dragon Ring. Old provinces, such as
Rinliddi and Kostadi, that ceded from the Dara Happan
empire under the emperor Karmexdros hope that the
EWF’s presence will secure their independence but
there has been little evidence to support these ideas.
Yuthuppa and Elz Ast continue to exert a considerable
influence on Rinliddi and Kostadi lives in constant
fear of Alkoth opening its hell gates, seemingly with
EWF blessings. If Pelorians believed that draconic
occupation might weaken Dara Happa and usher-in
a new era of nation states sharing power across the
Oslir region, then they have been disappointed. The
EWF’s chief concern is to secure devotion to draconic
mysticism and a continued contribution to the Great
Dragon Project; it is not to strengthen and legitimise
political boundaries.



Creacion

When Yelm accepted the rule of the cosmos he raised
a great ziggurat and from its highest tier, where he
placed his golden throne, he could see the entirety of
the world, represented by the Four Directions which
Yelm named. Having named each direction and given
it a colour, he decreed that a great city should be
built at each direction, and each city would duplicate
the Great City and be an extension of it. These Four
Directions are known as the camps: the East Camp,

which is yellow, lies before Yelm, and its power is
insight. To the right is the South Camp, which is green,
and strength is its power. Behind Yelm is the West
Camp, coloured red, and its power is sovereignty. And
to the left of Yelm is Alabaster Camp, which is white
and commands the power of wisdom.

When Yelm called for splendour one day, whilst
looking out over his kingdom with Dendara at his
side, Dendara noticed that everything was the same

vddvy vavQ
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and difference was needed. So Yelm called for Lodril
and Dayzatar, and Dendara called for her sisters Oria
and the Other Goddess. Between them they made
two creatures which were the same but different; and
because each god made a creature there were six in
total. They were given their natures and their shapes
and Dendara clothed them with cloth she had weaved.
Lodril gave them tools with which to work and finally
Yelm gave them the Four Camps as their place of
living. These first six were the Aristocrats and they
went forth and prospered.

The Founding of Dara Happa

Nestenos was an immense blue serpent that arose from
the deep. None of the gods had seen anything like it
before and Nestenos surged across the land, cutting a
deep furrow and drowning everything before it. Lodril
went to wrestle the monster but was bested. Next
Shargash the Thunderer advanced with five divisions of
drummers but he, too, was vanquished. And so it was
left to Yelm to come down from the Imperial Footrest
and face Nestenos, but because Yelm was innately just
he was forced into the sky and could not confront the
serpent. His son, Murharzarm, climbed the Imperial
Footrest and faced the monster. Murharzarm, unafraid
of new experiences, let the serpent coiled itself around

A Noce on Cime...

Dara Happans chronicle their years from
Yelm’s birth, during the God Time. Yelm reigned
for 100,000 years although Murharzarm
became the first earthly emperor in 60,000.
Since Yelm’s birth 111,909 years have
passed, bringing us to the time described in
this campaign. The Second Age of Glorantha
began in, roughly, 111,000.

him seven times, but broke its jaws with his sceptre and
wrestled itback to the ground. Lodril and his Ten Workers
used the sacred tools to carve a channel in the ground to
contain Nestenos and that is where Murharzarm put it
with the help of the Ten Workers. This tamed the serpent
and made her happy. She changed her name to Oslira
and coupled with the gods to bear several children who
served the new lands well.

Yelm was pleased with what Murharzarm had
accomplished and secretly created the Ten Tests of
Empire that Murharzarm unknowingly undertook,




having to move across the lands to do so. When he
returned to the Imperial Footrest, nine of the secret tests
having been completed with ease, he ascended to the
Golden Throne and was shown the Imperial Regalia
which he identified without hesitation: the Loincloth
of Morality, the Sandals of Protection, the Vestments
of Disclosure, the Girdle of Command, the Mantle of
Sovereignty, the High Crown of Dominion, the Low
Crown of Rule, the Orb of Authority, the Sceptre of Order
and the Eagle of Heaven. This done Murharzarm was
named First Emperor and he took a wife, Dareeshena,
as First Empress. Next he built a great city around the
Imperial Footrest and this was Raibanth; his son, Raiba
was its protector and governor.

In their happiness the people made many children and
then dug channels from the Oslir River to make the
whole land fertile and offer plenty to eat. Now that the
land was made whole, Murharzarm established the Ten
Cities, each to be the home of a god. The Ten Cities
were Yuthubars, the City of Spirit, Raibanth, the City of
Emperors, in the center. Abgammon, the City of Priests,
in the near east - the home of Buserian. Senthoros,
the Looks Up city, in the far east. Alkoth, the City of
Strength, in the near south, the home of Shargash.

Nivorah, the City of Serenity, in the far south. Hamados,
the City of the Crown, in the near west. Akuturos, the
City of Dirt, in the far west — Lodril’s home. Verapur,
the City of Raptors, in the near north. And, in the far
north, Mernita, the City which Turns

These were the original Ten Cities of the Empire and
Murharzarm named the empire Dara Happa.

Ancirius, Anaxial
and che J-lood

The world was plunged into darkness when Yelm was
slain but his son, Antirius, who was born of Yelm’s
inner essence, took his father’s Cloak of Majesty and
watched over Dara Happa in those dark years, keeping
its emperors strong and its people safe. Antirius
embodied Yelm’s wisdom and justice but, because
there were new gods, not everyone trusted to his
dominion. Antirius suffered many wounds because of
the actions of the people, and was brought closer to the
world because of it.

vddvy vavQ
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This was a time of turmoil. Angered, Oslira rose up
and engulfed the world bringing a great flood. Lodril
was driven underground to escape the deluge and there
learned that as the earth-bound of Yelm’s brothers he
was doomed to suffer. Creatures of the underworld
shadow, the digijelm, raped and imprisoned Lodril’s
household, compounding the god’s fate.

One man was warned of the flood. Anaxial suffered
nightmares that told him of Oslira’s coming wrath
and so Anaxial sought counsel from Antirius. Under
Antirius’s guidance Anaxial built a huge boat so that
all the creatures of the world might be saved. Those
who believed the nightmares Anaxial suffered warning
of the flood went far and wide to collect what was the
very best to be saved. The flood cleansed the world of
the many bad things that had arisen in the dark years of
Yelm’s absence and those who were pure were aboard
Anaxial’s boat and were saved.

When Oslira was finally placated and the flood settled,
Anaxial went to Raibanth and took the Ten Tests. He
became emperor and reigned for many years, bringing
fresh prosperity to the cleansed lands although in some
corners of Dara Happa some of the new gods had not
been washed away or forced into hiding. In time they
emerged to challenge the word of Antirius and bring
further suffering.

Che Golden Oragon
Sociecy and che
Rise of che Oragon

Cmperor

It is agreed that the EWF established its influence in
Dara Happa when, in 111,770, the emperor EImexdros
the Conqueror welcomed the Golden Dragon Society
into the empire in his fateful bid to recreate ancient
Dara Happa through the manifestation of the Body of
Yelm. This was to be a mystical venture based around
each and every Dara Happan realising their Inner Sun
and achieving a state of transcendence that echoed the
great events of the emperor Khorzanelm. Nysalor’s
birth and deeds under Khorzanelm had taught many
valuable lessons in mysticism that had been forgotten.
Elmexdros exhibited rare skill in articulating the soul

of Dara Happa and his precision in command secured
the implicit trust of the noble families who largely
embraced the ideal.

News of this attempt to realise the Body of Yelm through
mystic interpretation was spread far across Glorantha
and inevitably reached the Eternal Dragon Ring and
the larger EWF. Understanding that Elmexdros was
engaging in precisely the same methods as themselves,
draconic emissaries were sent to Dara Happa to learn
more of the emperor’s methods and teach their own.

Elmexdros’s plan was embraced widely amongst the
nobles and lesser people of Dara Happa. The Body
of Yelm spoke to them all through cleansing rituals
and universal truths. Ecstatic ceremonies in Alkoth,
Raibanth and Yuthuppa saw miracles being worked
and old enemies being defeated as the Ten Precepts
of Learning manifested themselves through the larger
Yelmic body. Into this ecstasy walked Lorenkarten the
Mile and Hurarbargarten, both Great Dragons who,
acknowledging EImexdros’s transcendent capabilities,
taught him the inner secrets of draconic mysticism and
showed him that the Body of Yelm and the Body of the
Cosmic Dragon were indistinguishable. Elmexdros
embraced this new path and taught it to others through
the creation of the Golden Dragon Society.

Soon Dara Happa was filled with mystics intent on
mastering this new path to enlightenment. Yelm and
the Dragon were seen as essential components of the
same celestial body and the Golden Dragon Society’s
influence stretched the length of the Oslir. Where the
Golden Dragon Society’s teachings were rejected or
refuted, Elmexdros marched against them with the
Imperial Army, bolstered by draconic warriors and
dragonewts.

By 111,775 the reconciliation between Yelm the
Imperator and the Solar Dragon was complete.
The Eternal Dragon Ring raised one of their own,
Hurarbargarten, to become the Golden Dragon Sun
and offered him as Elmexdros’s successor, but at this
point Dara Happans became nervous of the revelations.
Elmexdros created a new court at Raibanth, welcoming
the Eternal Dragon Ring into the great ziggurat,
pledging one of its levels to the worship of the Golden
Dragon Sun and thereby polluting the ideal of the Body
of Yelm. This led to some rejecting the ideas of the
Golden Dragon Society, but it was, by now, too late.



The Golden Dragon Sun had taken to the sky where it
blazed like a star and across the empire many acclaimed
it as the Body of Yelm or The Heart of the Sun.

When Elmexdros died in 111,800 the Golden Dragon
Society entombed his body in gold and placed it
alongside the sarcophagi of the greatest emperors.
Dismexdros, his son, took and passed the Ten Tests
with the help of draconic mysticism and proclaimed the
Golden Dragon Society as an equal religion alongside
that of the Solar pantheon. Still the Golden Dragon
Sun blazed in the skies and Lorenkarten the Mile went
to Alkoth, where he remains. The EWF had gained its
first claw-hold in Dara Happa and its influence spread
far and wide under the tutelage of the emperor and his
draconic advisers.

Over the next thirty five years the Golden Dragon
Society consolidated power in Yuthuppa, Alkoth and
Raibanth. EWF mystics flowed into Dara Happa in
an unstoppable tide and a number of secret draconic
societies formed as a result, supported by militias
created from the Leagues of these cities. The New
Dragon Association called for greater worship and the
draconisation of the major Solar temples. The Gods’
Wall was redecorated to reflect the growing strength
of the Golden Dragon Society with many deities
being given a draconic cast. In 111,835 Elmatryan,
the emperor, conducted mystical experiments of
measurement that relied not on draconic principles
but on the precepts of Antirius. Elmatryan became
known as the Measurer and his astrological findings,
conducted against a growing number of sacrifices
amongst the draconic secret societies caused unrest
amongst the draconic faithful. The Red King of
Alkoth and Lorenkarten the Mile emerged from
Alkoth and came to Raibanth to study Elmatryan’s
writings and, on the steps of the sixth tier of the
ziggurat, proclaimed them to be heretical. EImatryan
claimed to have determined that the Golden Dragon
Sun was itself a falsehood and the teachings of the
Golden Dragon Society were nothing but a tissue of
lies. His measurements supported his arguments but,
by now, Dara Happa was gripped with the draconic
spirit and acceptance of his teachings was confined to
a handful of scholars who found themselves hounded
from Raibanth. Elmatryan was forced to flee but was
caught by the Exultant Golden Scale cadre, a powerful
secret militia, and brought back to Raibanth. Here he
was executed for heresy. Dismatryan, who was head

of the Exultant Golden Scale cadre, took the Ten Tests
and completed them through draconic interpretation.

With  Dismatryan espousing purely draconic
philosophies the EWF had, by now, succeeded in
controlling all the major Associations of Dara Happa.
The empire was reorganised on draconic lines and the
combined Dara Happan and draconic armies conquered
lands to the west, east and south, including Darjinn
and Kostadi. Dismatryan, suffering from a madness
brought about by exposure to the deepest knowledge
of the Eternal Dragon Ring, claimed himself to be the
Golden Dragon Sun incarnate and moved to proclaim
himself Emperor of the Universe. This provoked the
Golden Dragon to descend and murder him —an act that
caused outrage in the true Dara Happans who were led
by Ulikarelm, Dismanthuyar and Urvanyar. Through
the application of the precepts of justice Ulikarelm
proved that he was fit to become the next emperor
and succeeded in the Ten Tests. Dismanthuyar and
Urvanyar raised an army and challenged the Golden
Dragon Society in every city of the empire.

War raged for sixteen years and provoked the Eternal
Dragon Ring to enter the fray. Isgangdrang, Lord Great
Burin and Lorenkarten assumed their draconic forms
for these battles, leading the EWF and loyal Dara
Happan militias against the armies Dismanthuyar and
Urvanyar commanded. Their power was too great,
and even though Ulikarelm maintained his position
as emperor, Alkoth rebelled, opening the Hellgates
to spill forth Hellmen, demons and things in draconic
disguise to destroy Ulikarelm’s forces. Ulikarelm was
forced to abdicate and Dismanthuyar took his place.
The Golden Dragon Society believed it could control
Dismanthuyar and sought to create a new counsel
of draconic significance around him, but sunspears
destroyed them when Dismanthuyar uttered the Solar
blessings of emperorship.

Open war was inevitable. The Eternal Dragon Ring
mustered the armies of Alkoth and Yuthuppa whilst
Urvanyar mustered his own armies from Elz Ast,
Verapur and Darleep. The clashes were terrible, bloody
affairs, fought at Alornik in the west, Zeranos in the
east and, finally, Orsium in the south. Urvanyar was
crushed when the Howling Dragon, a potent mystic
whose draconic form was that of a screeching dragon
wind, defeated Urvanyar at the Battle of Zeranos. His
eyes and heart were taken and given to the Golden
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Ten Great Emperors
Every Dara Happan child learns the list of emperors, from Murharzarm to the current day, but not
every emperor’s story is known or, indeed, told. Here are ten of the greatest.

(Durharzarm

The First Emperor, proclaimed by Yelm himself, and founder of all that is Dara Happa — from the Ten
Cities to the Ten Principles of Empire; from the Ten Laws to the Ten Steps of Purity. Murharzarm was
and is Dara Happa. He was born and raised on the Sacred Mountain where he was schooled in the
Ten Precepts of Learning: logic, wisdom, honour, justice, reason, faith, purity, sanctity, courtesy and
sovereignty by the Lords of the Celestial Court. By the age of eight he was wandering amongst the
people and demonstrating his wisdom. By twelve he had written his first scrolls and created his first
symphony. By the age of twenty he was destined to be emperor, and he would rule for 40,000 years
through the Ten Precepts of Learning until the rebel gods murdered him.

Anaxial

Murharzarm’s murder plunged the world into despair and Oslira burst her banks in fury, swamping
the world. Anaxial saved it by being prepared. He gathered all that was pure and worth saving aboard
his vast ship, which rode the deluge and brought the Ten Precepts of Learning back to Dara Happa.
Thereafter Anaxial was proclaimed emperor after passing the Ten Tests and reseeded the world. Under
his benevolent, golden rule, the world was without pain or sorrow for thousands of years.

Urvarimus

Noble Urvairinus created the Army and took the invention of war to Dara Happa’s enemies in the
south. He marched with Shargash against the Iron Ram and helped haul its carcass to stop Valind’s
incursions from the north. He met the Unknowing Horde in the southlands and slaughtered their armies
with discipline and wisdom. Urvairinus invented the Ten Row phalanx to teach every warrior of Dara
Happa how to protect his comrades and punish his enemies. Those who would crush Dara Happa
found Urvairinus and met with despair, but still he was merciful, just and honourable in accepting the
defeat of these villains.

QDanmmac

When all the gods were dead only people remained alive. Manimat led the people into the wilderness
to ensure their survival and eventually found the land of Darjinn. The people learned new customs
and new ways here, but Manimat ensured that they never forgot the Ten Precepts of Learning or the
customs of Murharzarm. Even when in exile, Dara Happa travelled with its people. And so, when
Manimat died, his soul was kept and placed in the imperial brooch which is now part of the regalia.
From there the Dara Happan people, arranged into the seventy families, made their steady return to
the sacred lands.



Vuranoscum

When Argoom the Shadow Rider terrorised Dara Happa and stole away unborn children, Vuranostum
chased the demon into Hell and then out of it. He faced Argoom in the wilderness and sent lightning
from his eyes to pierce the demon’s darkness armour and shatter its soul into a billion fragments that
caught the winds and were gone. In his wisdom, Vuranostum learned to distinguish between the Good
and the Ordinary people, and he invented the four classes that still exist in Dara Happa: the Nobles,
the Citizens, the Half-Citizens and the Newcomers. Vuranostum defeated the cannibals who attacked
Raibanth. In Yuthuppa he awoke Dayzatar and sent emissaries across the entire empire in search of the
remaining cities, bringing Alkoth back into the fold.

KhORda\/u

Khordavu assembled and wore the imperial regalia and was pursued by many enemies because of it.
When Anitirius anointed Khordavu, the emperor sent for all his enemies: Kills for Life, the Flesheaters
and the Monster Army. Kills for Life protested at Khordavu’s enthronement and was Killed by a spear
that was thrown by the sun. Khordavu commanded the Monster Army and the Flesheaters against each
other and the Monster Army prevailed. Its leaders surrendered to Khordavu and explained that their own
gods were preparing to leave the underworld and would create a processional for Yelm’s return. Pleased
by this, Khordavu granted the Monster Army mercy and divided it into four quarters. The uz were sent
to the north; the mostali were sent to the east; the aldryami were sent to the west; and the dragonewts
were sent to the south. The leaders of the army became the World Council of Friends and Dara Happa’s
empire now reached across the entire world, instituted by Khordavu’s justice.

KhORZc\ne(m

The Complete Emperor, Khorzanelm ruled the entirety of the empire as defined by Murharzarm, and
did so through the Ten Precepts of Learning. Through this rule the World Council of Friends was
incorporated into the empire and, in 111,375, he led the finest people of the empire in the Prayer to Yelm
and was rewarded by the appearance of the Celestial Emperor, the One God. Yelm praised the earthly
emperor who had created unity and justice and the finest people of the land were regaled by the Choir of
Heaven. All those who heard the Heavenly Choir’s song gained wisdom and insight. Their lives forever
after were blessed and under Khorzanelm’s reign Dara Happa was the greatest empire that ever existed.
This event has become widely known as the Sunstop.

All this was possible because a new god, Nysalor, was born, and walked amongst mortals. Nysalor was
an incarnation of Many Gods and through that multiplicity peace and prosperity was granted to all.
Khorzanelm’s wisdom continued and the emperor created the dual religions: Yelm Imperator, which
only the finest people who had heard the Heavenly Choir’s song could follow, and Nysalor Fireheart,
which brought the same justice and prosperity to all people regardless of their station.
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Crzanescyu

Erzanestyu was blessed with sublime wisdom. When the Citizens and Half-Citizens rioted because
they were unhappy with their station, Erzanestyu quelled their uprising not with warriors but with
reason. He created the Senate so that all might have a voice in the empire, and brought back the toga
so that all would dress in similar ways. Erzanestyu did many such things, all the time calling back to
Murharzarm’s principles and Khordavu’s grace. The people saw his wisdom and exercised their own;
thus was Erzanestyu great, and so were the seventeen families who honoured him great.

Oenesiod

Denesiod was the son of a mortal woman and the god Raibamuth and thus a demigod. To pass the first
nine of the Ten Tests, Denesiod conquered many enemies of the empire, gaining the help of priests
and priestesses to accomplish his victories. To pass the last of the Ten Tests Denesiod called upon the
Old Gods of Dara Happa to assist his enthronement, but he did not do so out of arrogance or injustice;
he made his call because he was a demigod and had that right. Denesiod killed his challenger for the
empire, Vindekelm, and was proclaimed ‘The Emperor of New Light’.

O]STﬂc\nChUgc\R

Dismanthuyar is remembered as the last human emperor before the coming of the Golden Dragon.
He was a poet and a scholar, and, when dragons tried to interfere with his enthronement they were
destroyed by sunspears.

He was a Good Man in Bad Times. After he became emperor the dragons invaded. Dragonewts rose
up from the south and the Eternal Dragon Ring came out of Dragon Pass to lead them. Dismanthuyar
met the Dragon Army on three fields of battle. At Alornik both armies lost a third of their strength. At
Zeranos each army lost half of what remained. It was also at Zeranos that the hero, Urvanyar, battled
the Howling Dragon which dropped from the sky like a fireball, and killed it, but was crushed in
doing so. Urvanyar’s eyes and heart were taken, and he became a blind wanderer. At the third battle,
at Orsium, both armies were destroyed and in desperation the Dragon Army called down the Golden
Dragon to defeat Dara Happa.

Dismanthuyar would not be cowed by the immensity of the Golden Dragon, which used tricks and lies
to convince him it was part of Yelm’s noble court. These tricks and lies would have killed Dismanthuyar
had his own justice not saved him and the emperor was plucked from the battlefield by Yelm himself.
This left the Golden Dragon in charge of the battlefield with none to challenge him. It took, and
passed, the Ten Tests, and so became emperor.

Of Dismanthuyar, we know only his tragedy. He went to Yuthuppa to call upon the great magics of the
priests but was betrayed and given to the dragonewts, who showed Dismanthuyar such dreadful secrets
that he died in terror. The Golden Dragon emperor, as a gesture of its justice and mercy, allowed
Dismanthuyar’s body to be burned according to the funeral rites accorded to all emperors of mighty
Dara Happa.



Dragon Sun which, finally, descended from the
heavens, claiming to have been a consort of Yelm
since the Dawn Age. Dismanthuyar faced the Golden
Dragon Sun at the Battle of Orsium but was removed
from the field by Yelm’s own intervention, leaving
the path clear for the Golden Dragon Sun to take the
Ten Tests and pass them, despite lacking the human
faculties to identify and name the Imperial Regalia.

And so Dara Happa became a part of the Great Dragon.
Under the Golden Dragon Sun emperor (who had, by
now, conceived a daughter) Dara Happa is under the
control of the EWF although, attempting to emulate
Dara Happan justice, the Golden Dragon emperor has
allowed the worship of the Solar pantheon to continue,
as long as its draconic nature is acknowledged. The
Body of Yelm, firstrealised by EImexdros, is considered
to be present in the curling coils of the Golden Dragon
that drapes itself around the Imperial Footrest.

Oara Dappa -
Geography

Dara Happa follows the Oslir River for 600 kilometres,
its key cities built either on one of its banks or
straddling the river’s inexorable course. The core lands
of the empire occupy the broad plain to either side of
the river, dipping gradually towards the Keniryan sea
in the north. Dara Happa’s southern border is marked
by The Plough Line, separating the empire from the
kingdom of Saird. The Plough Line marks a geological,
geographical and mythical divide. North of the Plough
Line Yelm’s influence, and that of his celestial servants,
is ensured; beyond it Yelm has no influence and other
gods, specifically those of the Storm Pantheon, have
dominion. The colour of the land, the quality of the
soil and the power of the gods undergoes an abrupt
shift at this juncture. Dara Happans acknowledge that
the Plough Line marks the outermost point of Yelm’s
direct influence, but consider his power extends much
further through the ministrations of those who spread
his holy word into other lands.

The Oslir

The Oslir River is not a natural river but a powerful and
capricious goddess that is held in check through her
own obeisance to Yelm’s rule and the powerful magic
exercised by the gods of the Solar pantheon. Oslir is

a giver, taker and mover of life. She is the mother of
many of Dara Happa’s lesser gods and is the estranged
bride of the war god Shargash. The course she cuts
is of her own determination and this determination is
reflected in the character of Dara Happans.

Oslira’s currents are stable because she wishes them
to be so. If angered her currents become turbulent and
dangerous and, if she so chooses, the direction of her
flow can reverse. Her greatest anger manifests in the
flood although she has only exercised such rage once,
resulting in the cleansing of those parts of Dara Happa
that had lost their way during Yelm’s death.

A myriad of irrigation channels siphon life-giving
water from Oslira, feeding the rice paddies that
stretch, like a patchwork quilt, across the entire river
basin. Oslira feeds many underground streams and
springs offering fresh, crystal clear, sweet-tasting
water of such purity that Dara Happans find the water
elsewhere in Glorantha to be barely palatable. They
also know that, if Oslira wished it, she could make her
water into venom to poison her enemies.
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Naturally the Oslir is the major trade avenue of Dara
Happa. Association barges and river-ships stalk its
length, which is free from rapids, waterfalls and other
disruptions to smooth water-borne trade. Certain
Associationsally themselves closely with Osliraallowing
them to use river magic to speed-up the progress of their
vessels irrespective of prevailing conditions.

The river abounds with fish and other aquatic life — all
being children and servants to the River Goddess. The
species found in the Oslir are unique to Dara Happa and
everything that can be caught in the water, from fish to
weeds, is perfectly edible and of unsurpassed quality
—as long as Oslira remains happy and pacified.

Climate

Dara Happa enjoys long, hot, balmy summers and
cold, dry winters. Rainfall is modest and occurs mostly
during the spring months, but in the winter Dara Happa
grows cold, especially in the north where Valind, the
Ice God, exercises greater power. The warmth of the
spring and summer is relatively uniform, purely as a
result of Yelm’s munificence. Yelm ensures his people
are comfortable but also that the yearly cycles reflect
the waxings of the Celestial Court, which rests and
sleeps as the year draws to a close.

In the winter the Celestial Court rests and so Valind’s
icy fingers caress the land, attempting to coax Oslira
north to his realm. Every year Oslira refuses, and so
Valind becomes angered and tries to freeze her solid
with blankets of cold air that descend across the plains
causing frosts and patches of ice to float along Oslira’s
length, like dragonscales. In some years dark clouds
— Valind’s breath — scud towards the central plain
bringing blankets of snow with which to cover the
land. This is yet another trick of the Ice God; Valind
believes that if the world is covered in white Oslira
will forget where she lives and come north in search
of somewhere else. But Oslira, bound by her pact with
Yelm, and tied inexorably to both Lodril and Shargash,
remains steadfast. Eventually, she knows, Valind will
grow tired and the Celestial Court will awaken.

Winds are light and predominantly from the north,
but Oslir’s river magic means that the predominant
direction does not hinder shipping and trade along the
river’s course. The winds, which originate from Valind’s
realm, are not the product of Orlanth’s Storm Tribe and

are only allowed into Dara Happa if they obey Yelm’s
laws, which Antirius and Lodril enforce. Therefore
strong winds and gales are unknown in Dara Happa:
the air currents of Dara Happa, like everything else,
acknowledge and obey Yelm’s supremacy over nature.

The Hinterlands

Stretching out from the river banks the land is marshy
and low-lying, perfect for water animals and bird life.
Rice paddies occupy the entire length of the Oslir,
worked by the lower cast families of the rice producing
Associations. Inland the terrain is dry and mostly flat,
punctuated by croplands, grazing meadows and orchards.
Because Lodril lives underground — and has done since
being driven there by the Flood — the land is very fertile
despite giving an appearance to the contrary.

Low hills mark the outer edges of Dara Happa, but these
areregions of good shelterand grazing, and wealthy noble
families have estates here which act as winter refuges
when Valind’s grip increases as the Celestial Court rests.
As Dara Happans are predominantly an urban people the
hinterlands are sparsely populated. One can cross from
river to hills without encountering a single soul although
there are occasional pockets of habitation, small villages
clustered around a shrine or temple, that belong to
families who have, in some way, become isolated from
the cities. This happens when a League or Association
is disobeyed and a family is excommunicated, forbidden
to live within the vicinity of true power. The residents
of these exiled villages understand the justice in their
position but do not necessarily like it. Their temples
and shrines are therefore dedicated to lesser gods of
the Celestial Court and, sometimes, even dedicated to
outlawed gods such as Sedenya. Urban Dara Happans
tolerate these practices because Yelm’s power has been
guaranteed since his Glorious Re-ascent and the outlaw
gods pose no threat to the Celestial Court.

Yet there is a danger, either misunderstood or wilfully
ignored by the Dara Happan nobility. These exiled
settlements are perfect territory for draconic conversion
and the Hunting and Waltzing bands of the EWF have
made great progress in revealing the exiles draconic
inner selves. Dragon worship is usually surreptitious,
but it is not uncommon to see the shrines and temples
decorated with draconic imagery that is hastily covered
when true-blooded, devout Solar worshippers happen
to pass through.



Che People

Dara Happans are completely defined by two things:
their long and turbulent history and the continued
presence of Yelm and the Celestial Court, which
has triumphed even over death. Dara Happans take
the view that, just as Yelm conquered death, so can
they conquer any adversity no matter how powerful,
threatening or dangerous. Dara Happans never accept
defeat, although they will accept a certain degree of
domination, as long as that domination offers justice,
equity and, above all, continued recognition of the
Solar gods. Where a superior force attempts to deny
or subvert these things, Dara Happan belligerence,
resistance and, eventually, rebellion is guaranteed.

All Dara Happans are taught that pride — in oneself,
in one’s family, in one’s League and Association — is
a true virtue. Pride creates effort and effort creates
prosperity. The Dara Happan that is without pride
(such as the folk of Darleep) is without direction and
purpose and therefore cannot fully serve the glory of
the empire or heed Yelm’s calling. So, invaders and
occupiers might control Dara Happa’s material assets,
but the virtue of pride means that the Dara Happan
spirit can never be fully dominated. In this way Dara
Happans have resisted, and eventually triumphed
over, many potential long-term conquerors: the Ram
People, the Monsters of the Kazkartum era, and
Carmanian insurgency. Even under the rulership of the
Golden Dragon and the insidious nature of the EWF
and Golden Dragon Society, Dara Happans retain their
fundamental faith and spirit. Occupation is merely a
temporary state of existence; Yelm’s will, demonstrated
through pride and innate resilience, ensures that Dara
Happa will prevail when the invaders have been wiped
completely from Glorantha.

And this self-belief and natural arrogance will prove
to be an absolute Dara Happan truth. In the long years
to come, when the Middle Sea Empire and EWF have
both ceased to exist and become nothing but resented
memories, Dara Happa will still prevail throughout
Peloriaand will eventually form the basis of the dominant
force of Glorantha’s Third Age: the Lunar Empire.

Physiology
Dara Happans are typically tall, of regal bearing, stocky
of build, and with a natural elegance that is a direct

result of their relationship with the ruler of the universe.
Their skin is burnished to an almost golden hue and
their hair — thick and luxuriant — is either blond or light
brown. Eyes are brown or amber, and the facial bone
structure is strong and imposing. The Dara Happan
nose is a distinctive feature; well defined — almost
chiselled — and, in certain aristocratic families, hooked
with impressive, flaring nostrils. The eyes are typically
heavily lidded and slant downwards at the temple.
Lips are thin crescents, and the jaw-line strong and
purposeful. Almost without exception Dara Happans
are striking in their appearance, from the humblest
serf through to the wealthiest aristocrat. A Dara
Happan abroad is immediately recognisable, and that
all important personal pride means that very few Dara
Happans ever dare to deny their heritage or origin.

Personality

Pride is of the greatest importance to Dara Happans,
and every Dara Happan can list his family and League
lineage for many generations, and will do so at any
opportunity when engaging with foreigners. Declaiming
lineage in this way asserts the natural supremacy of
Dara Happans over other peoples but is never delivered
with purposeful arrogance. Dara Happans know and
understand humility, but they do not care to make it the
basis of their nature. With such an extensive and noble
history, Dara Happans expect to be granted respect, but
do not immediately demand it.

After pride all Dara Happans believe firmly in order
and status. Both were defined by Yelm and the gods of
the Celestial Court accepted the order and status Yelm
conferred upon them. So it is with Dara Happans. They
expect every person to know and accept their place in
life and society and are intolerant of those who seek
to deny or over-play their station. If status and station
are questioned, then Yelm’s authority is undermined,
and this is why Dara Happans can be, and have been,
dominated throughout their history. Improving one’s
station is highly desirable, but denying the station one
has been granted is unacceptable, for it is Yelm’s Will.

All Dara Happans believe in justice, which is not the
same as freedom or equality. Justice is Yelm’s justice,
which means receiving that to which one is entitled
according to one’s station and through one’s deeds.
Yelm ordered the cosmos because it lacked order and
was in a state of war. His justice established places and
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positions, and to each place and position certain values
and expectations are accorded. Dara Happan justice is
therefore predicated on expecting no more and no less
than one’s entitlement. Denying what a man is entitled
to is injustice; denying one’s position is unjust. The
Dara Happan notion of justice includes the concept of
hospitality, but precludes charity. A good and just Dara
Happan is hospitable to anyone who comes to his house
or who seeks help; but hospitality does not automatically
grant entitlement. A peasant seeking refuge in the house
of a noble will be welcomed but will be given a stable
floor to sleep on, bread to eat and water to drink. It is
not the peasant’s right to expect more, but neither is he
expected to accept anything less.

Neither do Dara Happans possess any intrinsic
notions of obligation. It is just to listen to the needs
of others, but no Dara Happan is ever obliged, save
by dint of station, to offer help. The only exceptions
to this general rule of obligation is in League and
Association dealings, where obligations are a part
of membership and belonging. But outside of these
artificial institutions, no man is obliged to any other,
although justice must always be seen to be done.

All Dara Happans are devout in their faith, but rarely to
the point of zealotry. Yelm rules the universe and this
is understood, but Yelm does not rule through bigotry
or single-minded doctrine. The Celestial Court consists
of many beliefs which are integrated through Yelm’s
wisdom and justice. Thus there are many ways of looking
at the world and many ways of acting. Dara Happans
accept these differences and do not, as a rule, seek to
enforce them on others. Yelm’s Way is perfect; it needs no
dogmatism or enforced acceptance to prove its perfection.
Those who pursue a zealous agenda or attempt to force
their beliefs on others are viewed with deep suspicion by
all Dara Happans. The EWF, for all its guile and single-
minded pursuit of the draconic ideal, seeks to persuade
and demonstrate; not to deny or indoctrinate, and this
is why it has been successful in drawing Dara Happa
into its wider, draconic empire. The God Learners, on
the other hand, accept no faith but their One True God
and his prophet, Malkion, and are prepared to stamp this
belief on all those they encounter. This is fundamentally
unjust in Dara Happan eyes and the reason why the God
Learners have made few inroads into central Peloria.

In their general outlook Dara Happans are open, as
honest as their station entitles them to be, and fond of

laughter at the right times. Despite their aloof physical
appearance Dara Happans are welcoming and good
company, butmaintainacalmreserve whenthesituation
demands it. They are not prone to irrational outbursts
or violent rages. Dara Happan anger manifests itself
as a cool rebuke followed by a dignified withdrawal.
Dara Happan happiness is the abundant use of sly wit,
subtle jokes as dry as the desert sands, and a playful
chiding that echoes Lodril’s earthy humour. Vulgarity
and lewdness is disdained, but every Dara Happan
harbours a bawdy streak that emerges slowly in the
right company and circumstances.

Society

The Emperor Vuranostum created the Four Peoples, the
four castes, of Dara Happan society: the Nobles, the
Citizens, the Half-Citizens and the Newcomers. These
castes are founded on the principles laid out in the Gods’
Wall, which is itself arranged into four rows.

Nooles

Those descended from Murharzarm and other
emperors. Nobles are entitled to own land, raise
armies, form Leagues and define Associations. They
are entitled to worship the gods of the First Row of
the Gods’ Wall and to lead others in worship. Nobles
may take the Ten Tests of Empire and are expected to
lead the other castes in the respectful worship of the
emperor, who is blessed of Yelm.

Nobility usually equates to wealth and few Dara
Happan nobles are poor. Money is represented by
property and a family presence in at least two of the
major cities. Nobles marry within their own caste and
employ others to have dealings on their behalf with
the lower castes. Nobles make the law but are not
considered to be above it. From the Noble cast, justice
emanates, and the head of every noble family must
strive to be as perfect as Yelm whilst embodying the
nature and character of the god he venerates.

Cicizens

All who live in the cities are Citizens. They are entitled
to own their own property, pursue their own profession,
and to earn a living as long as the appropriate dues are
paid. Citizens may marry into the Noble caste if they
can prove their suitability by passing the Ten Tests of
Dignity which are:



To support oneself and one’s family
To have been a good a just citizen
To have committed no crime

To have no debt

To have incurred no dishonour

To have told no lie

To have withheld no truth

To have wronged no man

To have been hospitable

To have completed or created something of
worth
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Citizens are entitled to worship the gods of the second
row of the Gods’ Wall and to hold station in the temples
of their gods. Citizens may not make laws, but they are
entitled to ensure that laws are just.

Daiy Cicizens

The rest of Dara Happan society; the peasants,
artisans, farmers and those without land or a defined
lineage, are Half Citizens. Most do not live in the
cities but are entitled to do so if they can pass the Ten
Tests of Dignity and be sponsored by a citizen. They
are expected to do the bidding of Citizens and Nobles,
but may expect a fair and just reward for doing so.
They are entitled to hold land and property outside the
cities, as long as their holdings do not eclipse those
of the Noble who owns or controls the region where
they live. Half Citizens can marry within their caste
or into the Citizen caste, but must seek the approval
of a Noble first. Half Citizens cannot make laws or
ensure they are just, but always have recourse to the
law whenever they have been wronged.

Half Citizens are entitled to worship the gods of the
third and fourth rows of the Gods’ Wall.

Newcomers

A Newcomer is anyone not born in Dara Happa or
who does not have a Dara Happan ancestor within
two generations. Anyone who worships a god not
represented on the Gods’ Wall is a Newcomer.

Newcomers may rent, but not own, property in a city
until they become a Citizen, either through marriage or
through conversion to the Solar pantheon. Newcomers
may not make laws or see that they are just but, like
Half Citizens, are entitled to the law’s justice whenever

they have been wronged. However, Dara Happan justice
always favours Half Citizens, Citizens and Nobles
above Newcomers.

Newcomers are expected to pay taxes and dues in
the same way as Citizens and Half Citizens, and may
make the same use of a city’s facilities. They may not
erect shrines or temples to their own gods within the
walls of any Dara Happan city, although they may
observe their gods’ holy days and feast days regardless
of where they live.

Women in Dara Happan Society

Dara Happa is firmly patriarchal and women’s roles
are clearly defined: they are the possession of their
husbands, father or brother and, whilst they may
be considered as part of one of the four castes, they
occupy no positions of authority or influence in any of
them. Women bear children, tend the hearth and look
after the needs of their men. They do not lead worship,
even in female Solar cults, and they do not have any
rights to make or ratify laws.

Yet the truth is rather more blurred. Dara Happan
women, despite their place in society, can be remarkably
forthright. Many women of the noble houses exert a
considerable degree of influence through their husbands
and sons although, naturally, such influence is never
publicly acknowledged. Whilst having a reduced status
— effectively being an extension of their husband or
father — women are venerated as home-makers and
personifications of beauty. The Dara Happan empresses,
for example, are considered to be every bit as divine
as their husbands and are considered the mothers of
the entire empire, attracting homage from male and
females alike. Likewise noblewomen are accorded
respect despite being possessions, because through
them all lineages must be determined. The ambition of
every good Dara Happan man is to find a wife who will
be dutiful, beautiful, clever (but not too clever), bring a
good dowry, and bear strong, healthy sons, and good,
healthy daughters that can be used to marry into other
families, hopefully with a higher standing.

Dara Happan women are respectful of their place and
these traditions. Commanding power behind the scenes
can be far less dangerous than wielding it openly.
Women teach their daughters to watch, listen and act
with subtlety so that when the time comes, they will
know how to control their husbands through the Five
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Ways of Womanhood: Love, Lust, Duty, Wisdom and
Childbirth. Each of the Five Ways is used differently,
and every woman who desires to be more than a mere
chattel learns how to employ the Five Ways to ensure
her position and profit from it.

Women may worship any of the gods appropriate
to their caste although it is traditional for women to
worship the female gods. Those women who favour
the Ways of Love and Lust gravitate towards the cult
of Uleria, which is the only cult that has priestesses
rather than priests.

Appearance and Customs

Traditionally Dara Happan men neither shave nor
cut their hair. Hair and beards, when they grow long,
are styled into oiled or waxed ringlets using a curling
iron, and may be trimmed to keep the edges of the hair
perfectly straight or to cut the design into something
aesthetically pleasing. Women also wear their hair
in tightly curled ringlets, but arrange their hair into
towering piles rather than wearing it long or flowing.

Dress is very important to all Dara Happans. The base
garment is the tunic, for men, and the shift, for women,
a loose-fitting gown of cotton or linen, usually undyed.
The length of the tunic or shift, like the length of all
Dara Happan garments, is determined by caste and
status within it. The higher the caste and the higher the
status, the longer the reach of the garment. Those of
the highest rank wear a tunic or shift that reaches to the
base of the ankle; lower ranks wear shorter clothes.

A toga is worn over the base garment by the upper
echelons of Dara Happan society when engaged on
official business. This is a length of linen, wool or
silk that is wrapped around the body to form both an
upper jacket and a lower skirt, gathered at the waist by
a belt or sash. The cut, colour and design of the toga’s
fastening is dependent on the League the individual
belongs to, and every design and style is unique. It is
forbidden to wear the toga fashion of any League one is
not a member of, and the League designs are catalogued
and checked to ensure this tradition is maintained.

Further dress layers are optional, but include top robes,
jackets (length, again, depending on status), shawils,
drapes and upper skirts for both sexes. Hats are popular

with men and worn as part of League regalia. Veils and
headscarves are favoured by women.

Amongst the lower castes, trousers are favoured over
skirts and kilts. Trousers, being considered ‘low dress’
can be of any length, and immediately mark someone
as either Half Citizen or Newcomer.

Footwear is either a pair of open-toed sandals, secured
by leather laces that wrap around the ankle and
calf, or, when outside the city or engaged in a great
deal of walking, sturdy, calf-length boots. Women
traditionally wear sandals or go barefoot, often
wearing ankle-bracelets decorated with small bells of
bronze or silver.

Jewellery is fashionable with the Citizens and Nobles;
ear-rings, nose-rings, lip-rings and eyebrow rings being
common features in both men and women. Tattoos
are shunned, seen as being the marks of barbarians,
although temporary skin designs of henna or non-
permanent ink are sometimes worn for League and
Association rituals. Most designs represent the Solar
pantheon — sun bursts, sacred animals and so forth.



In the city it is customary for all men to carry a
dagger which may be worn openly. Keeping a dagger
concealed is not illegal, but is considered to be poor
manners and unjust — a man has a right to know what
weapons his enemy has! Swords and spears can only
be carried by martial Leagues that have the necessary
dispensation from the emperor, and only militia and
the army can carry polearms or bows.

Greeting someone of one’s own caste is done with
a nod of the head and pressing the palm of the right
hand to the heart. Greeting someone of the lower caste
requires nothing more than a nod of the head. When in
the presence of the Imperial Family, one must drop to
the knees and bow once, after which one may stand,
but the head is to be kept bowed until instructed to
raise it or act with ease.

Personal space is very important to all Dara Happans
and it is poor manners to invade it. Personal space is
considered to be half a metre in radius from the heart;
entering that personal space without invitation makes
Dara Happans very uncomfortable and is likely to
attract an angry rebuke.

Other Dara Happan customs include:

o} Lower castes may never cross a threshold
unless invited

o} Higher castes always enter before lower castes

o} Yellow may only be worn by Nobles and
Citizens

o} Only women may wear rings on their thumbs

o} Food is eaten with the right hand only

o} A good, loud belch signifies appreciation of a
meal

o} A small amount of food is always set aside for
the gods

o} Slaves and servants may be slapped but never
whipped

o} Nobles consider unnecessary displays of flesh
unseemly

o} Never declaim one’s lineage too loudly, no

matter how lengthy and illustrious

o} Always walk on the left

o} Only raise one’s voice when calling for silence

o} Never admit to failure or defeat, but
acknowledge when an opponent has won the
day.

Language
Dara Happans speak two main languages: Solar
Pelorian and Lower Pelorian.

Solar Pelorian is the language of Nobles and Citizens.
It is used for official documents, high address,
conferences, and all formal exchanges. It is a fast,
flowing tongue with a cuneiform script that was devised
by the Celestial Court to describe the harmony of the
cosmos. Half Citizens generally understand Solar
Pelorian but are forbidden to use it.

Lower Pelorian is the standard, conversational tongue
derived from Solar Pelorian. It is a clipped, brusquer
version of Solar and, whilst being considered the
tongue of the Half Citizens, is widely used in every
day speech by all castes.

A third language, City Common, is a mixture of
Lower Pelorian and several Theyalan languages. It is
essentially a traders’ language used sparingly when
dealing with Newcomers who do not speak either of
the main languages with any great fluency.

Diet

Pelorian rice, a starchy, hardy grain, is the staple of
every Dara Happan meal, regardless of caste. It is eaten
boiled but is also fried and baked, mixed with cream,
and formed into cakes. Flatbreads are a dish for Half
Citizens; lengths of unleavened bread cut into squares
and folded to form a pocket for rice and vegetables.

Fish from the Oslir forms the bulk of the protein, and
the fish Oslira provides are always fat, succulent and
flavoursome. Fish is usually steamed or lightly grilled,
flavoured with lemon, almond and river herbs.

Meat is less common, and the preserve of the Nobles and
wealthier Citizens. Beef and pork are the most popular
meats; mutton, lamb and goat are never eaten — the latter
due to its association with broo, and the former two
because the Ram God led its people against Dara Happa
centuries ago. Eating the carcass of one’s enemies is seen
as the mark of the digijelm — not loyal Dara Happans.

Fruits and vegetables abound: lemons, oranges, dates,
figs, pomegranate and olives being very popular. A
sauce made from pureed river spinach and black olives
is a favourite condiment.
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Che Lec\gues and
Associacions

The Leagues and Associations came into being shortly
after the emperor Erzanestyu instituted the Senate and
namedthe seventeen familiesasbeing the Great Families.
Under Senate direction the seventeen families adopted a
separate function and so became the first Leagues. Dara
Happans require three things to feel secure: station, so
that they know their place in society; rules, so that they
know how they must live their lives; and justice, so they
know that Yelm’s laws are being applied as they should
be. The Leagues and Associations institute these three
requirements perfectly and together they permeate Dara
Happan society and bind it into a rigid whole.

Leagues comprise of families who share the same or
similar function or profession. Skills and knowledge
are traded between members of the League and this
creates a path towards perfection. Families within a
League may specialise in a particular aspect of their
vocation, and they are encouraged to attain mastery
of that specialisation; other families remain content to

Che Sevenceen J-unccions

Agriculture
Architecture
Breadmaking (Cookery)
Building

Ceramics (Jewellery)
Diplomacy

Irrigation

Justice

Land Trade

Learning

Metalworking

River Trade

Security

Textiles

Viticulture

War (Warriors and Mercenaries)
Worship
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function simply and mechanically, safe in the mutual
support of the League. Leagues protect their members’
interests fiercely but do not seek to do-down the interests
of competing Leagues. Instead Leagues diversify and
specialise to maintain their distinction and no two
leagues offer the same function in the same way.

When Leagues of different functions ally to support each
other, Associations are formed. The number and diversity
of Leagues within an Association defines its power and
influence but other factors are important, such as age,
the status and prestige of its Leagues and the reputations
and stations of the families involved. Associations are
not permanent entities; League membership can be
transitory and some Associations are formed to achieve
specific ends. Once achieved the Association dissolves
or becomes something else. But, for the most part,
Associations are long-lived entities that develop their own
codes of ethics, values, power structures and, sometimes,
mythologies. Whereas Leagues are determined by
function, Associations are defined by more abstract
forms: political or religious goals; mercantile or military
ambitions; veneration of a particular deity or cult.

Long standing Associations — those with considerable
influence and history — control parts of Dara Happan
cities. These Imperial Associations have achieved
permanence simply through continued existence and
it would be difficult to see them dissolving, although
their goals and values may have changed considerably
over the years.

Associations constantly seek to improve their status
and this means attracting the membership of the most
prestigious Leagues. Whenever a League breaks from
an Association, or an Association dissolves, emissaries
from Associations interested in attracting the League’s
membership make formal approaches and a period of
intense negotiation begins, oftenwith rival Associations
entering a bidding war. Inter-Association wars are
not unknown in Dara Happa, either as ambitious
Leagues aim to set rival Associations against each
other, or because underhand tactics are used to secure
a particular League’s membership.

The Associations and Magic

At a crude level, the Leagues and Associations can
be likened to cults. Each has its rules of conduct and
membership, and in some cases membership of a



particular cultisessential tojointhe Association. Leagues
have levels of membership with particular duties tied to
each level, and every League and Association maintains
a series of myths explaining how it came into being, its
place in the world, the powers it commands and how it
differs from others performing a similar function.

Each League teaches a range of Folk Magic (see page
93 onwards of The Players’ Guide to Glorantha)
spells to its members; simple charms and incantations
that have been developed over centuries to assist
the League’s work or in response to specific needs.
Associations have developed more magic to assist in
securing their position, either divine spells granted by
the gods or rune spells offered as part of an Association
owning and integrating a particular rune.

Every person, being a member of a League, is taught
a total 3+1D3 Magnitude of Folk Magic, and 1D3
specific spells for their Association.

Common [otk Magic Amongsc che Leagues
The types of Folk Magic taught by Leagues are below,
including a selection of new Folk Magic spells.

Advocacy — Mindbright, Silver Tongue

Agriculture — Crop Grow (+5% bonus to Lore (Plant)
per point of Magnitude when commencing planting),
Identify Herbs

Architecture and Building — Mind Bright, True Line
(+5% bonus per point of Magnitude to Engineering
or Mechanisms when designing or figuring out
mechanical/engineering/architectural principles),

Cookery — Identify Herb, Sure Taste (+5% bonus to
any cookery skills, plus the dish is guaranteed to never
burn or overcook)

Ceramics and Jewellery — Bronzesmith (similar
variants exist for each specific metal or material),
Silver Tongue

Diplomacy — Insight (+5% bonus to Perception for each
point of Magnitude when the spell is used to determine
the motive or agenda of others), Silver Tongue

Irrigation — Spot Snare, True Line (see above)

Justice — Insight (see above), Wisdom of Antirius
(+5% bonus to Influence or Perception per point of
Magnitude when trying to convey advice, or when
trying to get to the heart of a moral dilemma)

Land Trade — Mindbright, Silver Tongue

Learning — Mindbright, Speed Read (allows the
caster to absorb the meaning of five pages of text in
one second per point of Magnitude).

Metal Working — Bladesmith, Bronzesmith

River Trade — Silvertongue, Water Way (increases
Boating or Shiphandling by 5% for each point of
Magnitude)

Security, War — Strongarm, Surefoot, Swordstrike

Textiles — Pure Weave (+5% to any Craft skill
associated with textiles per point of Magnitude)

Viticulture — Crop Grow, Sure Taste (see above)

Rune and Divine Magic for
Associations

The magic an Association uses benefits all its members
and is used to enhance the Association’s social position.
Generally every Association teaches three or four
spells, a mixture of rune and divine magic appropriate
to its aims. When deciding the spells an Association
has access to, consider:

o} Cult associations and Runes possessed by the
cult

o} The Association’s broad and specific aims

o} The member Leagues

Association Skills

In addition to magical benefits, and in much the same
way as cults, Associations teach skills to their members,
either through the League members or through tutors and
trainers hired specifically for the purpose. A benefit to the
Association system is that training is generally free to its
members, since the Association’s aims are deemed to be
benefiting from offering the training, and costs to support
training are generally absorbed in the membership fee each
League has to pay as part of its membership conditions.
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League Dress and Association Devices
Every League adopts a uniform. This is some form
of distinguishing clothing unique to that League’s
members. It might be as simple as the colouration of
a robe, a style of hat, or the cut of the sleeve, or be
deliberately ostentatious such as strikingly designed
clothes that assert the League’s existence and status.
This is the one area in which the notoriously aloof and
conservative Dara Happans allow themselves some
calculated breaks from tradition (although the uniform
itself is a highly traditional form of symbolism).

Association membership is more subdued. Associations
are not always permanent institutions whereas Leagues
are. The regalia denoting membership of an Association
are therefore some form of agreed insignia that can be
worn on the clothing as a device, rather than a particular
style or colour of clothing. Badges, patches, brooches,
necklaces, circlets and torques are the traditional
methods of displaying affiliation with an Association.

It is illegal for someone to wear the regalia of a League
or Association they do not legitimately belong to. Every
League and Association is registered in Raibanth at
the Glorious League and Association Registry the
precise nature of the regalia documented and a sample
submitted for the registry archive. Registry agents are
schooled in the membership, lore and traditions of the
many different Leagues and Associations and make
frequent spot-checks on individuals to ensure that the
traditions of these peculiar Dara Happan institutions are
not being corrupted. Questions might be simple (“Who
is the current chairman of the Swamp Sifters League?’)
through to the more challenging (‘List every family of
the True Dragon Chroniclers living within Yuthuppa’).
If an adequate answer is not given, the Registrars have
the power to arrest the culprit. Nobles can expect to be
released with a fine and a Shame Mark placed against
their real League’s records. Enough Shame Marks and
the League itself is fined a substantial sum in gold.
Lower castes can expect anything from a fine through to
imprisonment or public corporal punishment depending
on the severity of their transgression.

Sample Association and Leagues, with full benefits and
dress codes, are provided in the Cults and Associations
of the Sun chapter.

Che Cicies

If is misleading fo ferm fhem cifies. These are
the clumsy foojprinfs of their gods, freading an
unenlighfenedpath that we are desfined fo clarify.
People might live and move in these foojprins,
much as insecfs mighf move in the foojprinfs of
a giant. and some of these insecfs have a kind of
purpose. If is our dufy and right fo show them fhe
scale and nafure of the foojprint. Only in draconic
wisdom can fhey hope fo find their way.

— Lorenkarfen the Mile, fo the Efernal
Dragon Ring

Dara Happan cities are architectural marvels built
to Murharzarm’s Grand Scheme ensuring the sacred
principles of Yelm are forever eminent. With the
exception of Alkoth, every city is surrounded by a vast,
square wall, its top formed into stepped battlements
and with a mighty square tower at each corner.

Every city has a main gate leading directly into the
Processional. The main gate is a huge arch lined
with countless ceramic tiles coloured for the quarter
the city resides in. The tiles are decorated with bas
reliefs depicting the passage of the Celestial Court,
always headed by Yelm in a golden chariot. Following
these decorations from city to city one finds that they
tell the story of Yelm’s glorious re-ascent from the
underworld, having vanquished Death. Each archway
and gate is a breathtaking architectural feat that cannot
fail to inspire those passing into the city.

North of the gate is the Processional, leading to the
ziggurat located at the city’s centre. The processional
is flanked on either side by representations of all the
gods of the Solar pantheon, the highest gods being
located closest to the ziggurat (which represents Yelm)
and the lesser gods represented closest to the gate. Each
representation is a statue set atop a building-sized plinth
of dressed stone. Each plinth is hollow and within is
a shrine to the god set above it. The Processional is
therefore an entire temple leading up to the greatest



temple of all and everyone entering a Dara Happan
city knows precisely where to offer worship and how
far they may proceed along the Processional.

At the centre of each city is a ziggurat dedicated to the
major deity associated with that city. Yelm’s temple
is the Imperial Footrest in Raibanth. Lodril’s is the
ziggurat of Akuturos; Shargash’s is in Alkoth. The
zigguratof Yuthuppais shared by Antirius and Buserian:
the Word of God and the Word’s transcriber.

Each city is divided into quarters, for the four directions
Yelm determined as one of his first acts as ruler of the
cosmos. Every quarter supports a particular function or
set of functions and each quarter is divided into a further
four quarters where specific functions are based. Thus
every city is comprised of sixteen functions, and every
quarter is controlled by an Association. Controlling
Associations are known as Imperial Associations and
they have the power to allow other, lesser Associations
to operate within their quarter, as appropriate to their
quarter’s function. Gaining the trust and support of an
Imperial Function is therefore of primary importance
to every Association operating within Dara Happa. For
an Association to lack a presence within a city quarter
is to lack status — and status is everything to the Dara
Happan noble tradition.

Whilst the rule of quarters dominates Dara Happan
cities there is a fifth administrative division: the
ziggurat itself. Ziggurats are not controlled by the
Associations because they are controlled by the
emperor himself. The priests who control the ziggurat
are ultimately answerable to the Imperial priesthood
of Yelm in Raibanth, and Raibanth’s priesthood is
answerable directly to the Golden Dragon.

No ziggurat is as grand or awe-inspiring as the
Imperial Footrest but each is still a marvel to behold.
The ziggurats have either five tiers or ten, depending
on the status of the god worshipped, and every tier has
a set of stairs located in the precise centre of each side
of its square and the number of stairs is divisible by
ten without fail.

The base tier is home to the servants and slaves
serving the temple. The second houses the temple
administration. The third tier houses the temple
guards and the fourth tier the priesthood. The fifth
tier is home to the governor of the city and his family.

Within each tier are dozens, if not hundreds, of
shrines to the different aspects of the god the temple
venerates. Priests come and go continually, as do those
worshippers permitted to worship there. Worshippers
with the highest social status worship in the upper tiers
although only noble families are ever permitted to
worship at the ziggurat. Dara Happan social importance
is therefore a complex combination of wealth, League
membership, Association membership, representation
within a city quarter and then where in the ziggurat
it is permitted to worship. Advancing in one — either
through deeds, donations or imperial favour — leads
to an increase in station in the other components
of the status assembly. The aim of every person in
every family in every League in every Association is
ascension. To be closer to Yelm.

Akuturos — The City of Dirt

Akuturos was home to Lodril and was one of the Ten
Cities built under Murharzarm’s decree. It was a fine
place, despite its name, producing the finest crafts
anywhere and at anytime in the empire’s glorious history.
All that came to an end with the Flood, when Akuturos
was swept away, imprisoning Lodril deep underground
where his household was beset by the demonic, shadowy;,
dehori and the digijelm — the hated uz.

Akuturos is in the far west of Dara Happa between the
borders of Dara Happa, Darjinn and Pelanda. Little
remains of Akuturos in the present-day; parts of the old
city wall still stand, forming a rough perimeter, but it is
easy to see where the waters crashed through, hurling
huge boulders of stone which now litter the countryside,
perched precariously on top of each other where Lodril
tried to fend them off. Inside the city walls are the
ruins: old, crumbling walls, the outlines of walls, huge
heaps of rubble and, in the centre, the broken and tragic
pyramid of rubble that was Lodril’s ziggurat.

It is a truly forlorn place. Akuturos cannot be rebuilt
whilst Lodril is kept beneath the ground even though
the flood dissipated long ago. Between Lodril’s
underground domain and Akuturos’s ruins is the
domain of the dehori and they still plague the surface
remains of the city. They cannot — and dare not —
surface during the daylight hours because Yelm would
pierce them with sunspears, but at night, Akuturos is
their playground. As soon as darkness descends, the
shadows in the rubble coalesce and gain substance
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The Towers of Dara Happa

The Dara Happans are well known for their love of tall towers stretching into the sky. What is less
known is that there are three basic styles of Dara Happan towers, each style associated with one of the
ancient cities.

‘Che Scar Cowers Op Juchuppa

The highest are the 100 (10x10) Star Towers of Yuthuppa, that stretch so high that they enter the Sky
World. Also called gates from heaven and to earth, the upper reaches of these towers literally connect
with the Sky World. This is not by virtue of their actual height but through magical means inherent in
their design. These tall, elegant, slender spires are wonders of Dara Happan architecture. Each Star
Tower consists of three parts: a base, a shaft, and a viewing gallery. The shaft is either conical (tapering
at the top), cylindrical (a circular shaft) or polygonal (with edges, as opposed to cylindrical). Some
believe there is a deep significance to the number of sides.

Stairs circle the inside of the shaft in a counter-clockwise fashion as one ascends, providing the
necessary structural support for the highly elongated shafts. Openings at differing intervals show certain
constellations during the year. The gallery is an open balcony which encircles the upper sections where
the Star Seers watch the heavens. It is often covered by a roof-like open lattice canopy and adorned
with ornamentation, such as decorative brick and tile work, cornices, arches and inscriptions. The
gallery is actually a temple that opens into the Star World, even without ceremony.

At each opening, and atop each tower is a torch of the Envyuthic Guild - remarkably, this light never
manages to outshine the night sky above the city. During the daytime, the 100 Star Towers glow visibly
and the pattern of the stars is that of when the city was built and includes stars that are no longer
visible.

Each Star Tower reveals a specific celestial myth. On certain days of the year, pilgrims go to specific
towers which are enchanted with momentous events and powers. On the given date, the openings of
the tower reveal the specific celestial entities which are in the given myth - and always reveal some
aspects which are not given in the spoken or written tales. As a result, the towers are all officially
named as a specific date. Commoners also know the story of the tower and call it by that title. For
example, the Tower of the Eight Lights reveals secrets associated with Burburstus and the Virtue Stars.
The diameter of the base is 32 cubits in width, while the gallery is little more than 6 cubits wide. The
mundane height of the tower is an impossible 400 cubits.

Che Zigguracs Or Raibanch

In the center of Raibanth is located the Footstool of Yelm, the Selshena. It was created when Yelm
lowered the Staff of Justice from the Sky to the Earth - where it approached the earth up rose the
Footstool, and from atop that rose the sheer Tower of Yelm. The Footstool is an immense ziggurat, a
ten-tiered stepped pyramid with facings of colorful glazed brick of celestial significance. The Sacred
Processional Way of Raibanth leads from the Triumphal Road to the Footstool - the Way is lined



with walls covered with decorated glazed brick. The ziggurat rises some 200 cubits high, with large
stairways providing access up to the fifth-tier. A sacred stairway leads to the highest level and the
Tower of Yelm. The top tier is the temple and all-seeing throne of the Emperor.

The Tower of Yelm rises from the top tier into the Sky World. It is not of this world, although to
commoners and foreigners it often appears to be a ten sided polygonal shaft, a single elaborately
carved piece of steadfast rock, which is so hard no tool can cut it. A spiral staircase ascends from
the Footstool to Kelastan, the Throne of Yelm. The Tower is Ledareeshata, the Pillar of Light, who
connects the Above and Below. None but the Emperor dare try to ascend the Tower.

Raibanth has many lesser ziggurats as well - homes for the gods of the Celestial pantheon, such as
the Eight Sons or of Raibamus with its great stone statue of the Citymaker. Most cities of Dara Happa
have constructed ziggurats in emulation of the Footstool. For example, the Great Tower of Sankendavu
in Orlentos, the Sacred Bastion of Yunirtos, the Zigguat of Kavlostos and the once grand Temple of
Heaven and Earth in Yukorvikoth are all architecturally based on the Footstool.

Che Cnclosures Or Alkoch

The Alkothi contribution to Dara Happan architecture is the Enclosure. The Temples of Shargash
are officially called Enclosures, for they are unlike any temples to other gods. They are high walls
decorated with hundreds of heads and skulls of the slain enemies of the city. They are entirely open
to the sky, except for a few small buildings where the attendants live and supplies are kept. The inner
walls of the temple are covered with scenes of the Underworld where the Dead Gods sit and suffer.
Otherwise, Alkoth has no real tall towers, just squat and fat ziggurats. The so-called Great Ziggurat
of Alkoth is a squat, terraced red ziggurat that is the fortress-residence of the Red King of Alkoth and
was originally constructed by Eusibus.

Che Cowers Op Oara Ni

The original settlers of Dara Ni were a Darjinni folk who followed the Manimati First Dynasty kings.
The name literally means Dar’s people’s Valley (or Red-Earth people’s Valley). At the Dawn they were
ruled over by the Hirenmador and fought over by the Hyalorings. Dara Ni was a main battleground
in the wars between the High Council and the Warlords, and later between the High Council and the
Dara Happan Empire. It has been ruled by Heortlings, Talastarings, Syllilans, Alkothings, the EWF,
the Dara Happan Empire and others. As a result, it is a diverse mosaic of competing, conflicting and
often violently feuding cultures.

The city lords of Dara Ni have built groves of tall stone pillars to appease the aldryami of Rist since
the Darkness. During the Second Age, rich families have constructed their own tall towers, partially
for religious purposes, partially for offensive and defensive purposes during the many internal feuds
that wracked Dara Ni. Scores of tall narrow towers were built, some rising more than 220 cubits. Atop
most towers is a grove sacred to the Red-Earth goddess of the valley and of Rist.
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and horror as the dehori creep up from their hell-hole
domain and seize the night, turning it into something
malleable, ravenous and terrifying. Damned souls cast
out of Hell by Shargash are sometimes dragged up
to the surface to be tortured and tormented amongst
Akuturos’s ruins, set loose by the screeching dehori,
and then hunted until shortly before dawn, when the
soul is caught and torn to shreds, its agonised screams
fading as the sun strikes the ruined stones and the
dehori sink back to their realm.

Physical prey is a delight to the dehori, and they will
forget any souls they are tormenting to chase living
flesh and blood instead. Being caught in the ruins of
Akuturos at night is therefore incredibly dangerous.
Despite having bodies composed of darkness they
can inflict physical damage and then meld again
with the shadows. Only trolls, with their Darksense,
can see where dehori lurk and are unafraid of them;
as darkness creatures themselves, the uz find it easy
to spot and catch dehori and eat them — fresh dehori
being a particular delicacy for Great and Mistress
Race trolls alike. Appropriately enough, dehori fear
the uz and will not attack them unless they feel sure
they can win the fight.

Dehori are susceptible to all magic using the Darkness
rune and sustain double damage from any spells or
weapons that have been blessed with it.

Akuturos gives every impression of being dead and the
dehori’s presence reinforces it, but many secrets lurk
in the city’s dark depths. This was, after all, Lodril’s
home and the artisans who lived with him were the
greatest of Dara Happa. Deep beneath the remains
of the ziggurat, accessed via a maze of tunnels and
collapsed passageways are the sacred forges of Lodril
where he, and his workers, crafted the most exquisite
of things — all of prime utility, perfect in their form
and function — and all valuable beyond compare.
Present day Dara Happan artisans are some of the best
in Glorantha but the workers of Akuturos surpassed
even the greatest. Hidden in the subterranean forges
are weapons of perfect balance and beauty; chariots
of speed, grace and elegance; armour that can turn the
sharpest spear point or the truest sword thrust. And not
just treasures of battle: jewellery, pottery, ceramics,
wicker-work — all are there to be found, if the dehori
guardians can be bypassed or killed.

Any true emperor of Dara Happa (or his appointed
representatives), with the right knowledge and the will to
do so, can Heroquest to the depths where Lodril is held
hostage. His aspect, Lodril the Artisan, battles constantly
against the goddess Dehore herself, attempting to
reawaken his slumbering co-workers. This knowledge
has been lost to the imperial line and is suppressed by
the Golden Dragon Society which fears the havoc Lodril
would create if he were to arise and rebuild Akuturos,
for it would strengthen Alkoth and provide the very
weapons of Shargash and his Hellmen. If Akuturos was
to be rebuilt, it would act as a signal of rebellion against
the EWF and that is a risk the Golden Dragon Society
will not take. Shargash is powerful enough; Akuturos
and Lodril would make him invincible.

Ochori

Dehori is a standard name for any creature born of the
darkness deity Dehore. Here, the dehori are the Shadow
Thieves. Shadow thieves are neither pure spirits nor
solid creatures, dehori are composed of darkness and
shadow, assuming terrible, three dimensional forms that
can take almost shape. Man-sized, bipedal creatures are
favoured, with hideous snarling faces of shadow, eyeless



and leering, clawed limbs reaching out for either souls
or meat. They have no recognisable language, save for
their sickening, snuffling grunts and ear-cracking, high-
pitched screams as they sense prey is close.

Like shades, the darkness elementals, dehori can
douse small lights, such as candles or lanterns and can
hide objects within their volume. A dehori may engulf
an area equal to its SIZ.or less. Anyone engulfed by a
dehori is deprived of their senses: touch and hearing are
numbed (-75% to Perception skill tests based on those
senses), sight is impossible and the freezing air even
muffles the sense of smell (-50% to Perception skill
tests based on smell). Dehori block the Traits of Earth
Sense, Life Sense and Night Sight automatically.

A slain dehori has a percentage chance equal to its
POW to leave behind a Darkness rune in its remains.

Dehori are semi-corporeal and sustain only half
damage from normal weapons. Weapons inscribed
with the Darkness rune, or made from iron, inflict
double damage.

Characceriscics
STR 2D6+4 (11)
CON 2D6+1 (8)
DEX 4D6  (14)
SIZ  2D6+6 (13)
INT 206 (7)
POW 3D6  (11)
CHA 1 )

Hit Locations

D20 Hit Location AP/HP
1-3 Right Leg -5

4-6 Left Leg —/5

7-9 Abdomen -6
10-12 Chest —[7
13-15 Right Arm -4
16-18 Left Arm -4
19-20 Head —/5
Weapons
Type Weapon skill Damage / AP
Claw 45% 1D4+1

Special Rules

Combat Actions:3

Strike Rank: +11

Movement: am

Traits: Darksense, Lifesense

Skills: Perception 30%, Persistence 45%,
Resilience 45%, Stealth 35%

Combac

Dehori attack with claws and, when engulfing a victim,
fearshock. Fearshock is a direct assault on the victim’s
psyche, presenting him with images of the dehori’s
hellish chthonic realm - so terrible that, in the most
extreme cases, they may cause instant death.

When a dehori uses fearshock on a victim, it matches
its Persistence against the victim’s Resilience in an
opposed test. The Dehori Fearshock Effect table
determines the result.

Dehori Fearshock Effect

Result Outcome
Dehori Succeeds, Victim collapses for 20 minus CON

Victim Fails rounds and must roll a successful
Resilience test or die.
Both Fail Victim is Demoralised (as the Rune

Magic spell). The effects last for 20
minus CON rounds.

No effect on creatures with normal
INT. Creatures with fixed INT are
Demoralised (as the Rune Magic
spell) for 20 minus CON rounds.
Dehori Fails, Victim unaffected, cannot be
Victim Succeeds targeted again for 24 hours.

Both Succeed

A dehori can only use fearshock on a given victim once per
round. Unconscious beings are immune to fearshock.

In addition to the fearshock attack, dehoris generate an
aura of intense cold. This causes no damage to creatures
near the dehori (though they can certainly feel it), but it
does damage creatures wholly or partially engulfed by
the dehori. Every round a dehori is engulfing a victim,
the victim takes 1 hit point of cold damage to one of the
locations engulfed by the dehori. Armour and protective
clothing are helpless to prevent this damage.

If the dehori has enough Combat Actions, it may combine
fearshock and freezing in the same combat round.
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Alkoth

Alkoth deviates from the essential nature of Dara
Happan cities. First, its wall is a perfect, unbroken
circle of jade, the torque of the war god Shargash,
cast down to Glorantha, and forming a direct portal to
Hell. Second, Shargash himself lives within Alkoth’s
wall; he is far more than a mere representation
and his influence is a tangible presence affecting
everything within the jade enclosure. Third, the city
is ruled by three separate kings that, in different ways,
acknowledge the existence of the emperor but pursue,
first and foremost, Shargash’s agenda. Therefore
Alkoth is both a part of the Dara Happan empire and
separate from it.

Alkoth’s walls are utterly impenetrable and its people
are implacable. The creatures of the underworld live
side by side with the Alkothi, their sinister appearance
and half-dead nature posing no concern to the humans
with whom they cohabit. All humans within Alkoth
are considered to be ritually dead themselves, and this
strange state of being inures them to the walking dead
and demons haunting Shargash’s holy city.

For all its strange nature Alkoth is very much a Dara
Happan city, observing the traditional Dara Happan
customs (Shargash has ever been a dutiful brother). Its
nature and reputation means it is rightly feared; Alkothi
have no fear of death and relish the opportunity to
enter completely Shargash’s underworld, taking with
them as many foes as they can.

Alkoth receives a fuller description in the Green Walls
of Hell chapter.

Darleep

The sleepy city of Darleep was part of the original
ten cities but is now considered to be part of Kostadi
although it is governed and administered by the Enemy
of Monsters Conclave, a Dara Happan Association
specialising in long-term administrative projects.

Darleep’s history has been turbulent. Between 110,112
and 665, a time known as The Empty Emperor era,
Darleep was seat to several inhuman overlords that
controlled southern Dara Happa in the wake of the
death of the emperor Manimat. A seat of perpetual
chaos, Darleep became home to monsters and demons,
and the human populace was forced into debauched and

dreadful ways, some of which are recorded in graphic
detail in the blasphemous and outlawed Red Book of
Mohvistus. The people worshipped evil gods in evil
ways, either by force or choice, and built several large
temples to their festering deities north and south of the
city. The hero, Vuranostum, brought his Heroband to
liberate Darleep and fought the Battle of Six Heads to
free the city. Then he sacked the temples of evil, slaying
everyone he found — human and monster — to end their
corruption. At the northern temple, a spiked parody of
a ziggurat, Vuranostum faced the Insect God, which
grew human heads from its antennae, and spent three
days and nights fighting the monster. When it was slain
Vuranostum tried to destroy every image of the foul
thing but one inscription, carved deep into the floor of
the temple, refused to be destroyed and it perpetuates
even now, growing up through a huge slab of rock.

With the rule of monsters broken Darleep returned to
Yelm and became a good centre of trade, ruled by the
Farmers Collective since the city stands in the middle
of excellent farm land and produces wheat, corn and
other crops that are sent to all the cities of Dara Happa.
Yet despite its liberation, something mournful infects
the people. The Darlappi are dour, hard working, and



desperate to please, walking around with bent heads
and little personal pride. There is little spirit in Darleep,
and if left to its own devices it would simple fold into
apathy, eventually to crumble. As a consequence of
this miserable state of affairs Darleep has always been
open to challenge. It passed peacefully into Kostadi
hands in early 800, but Kostadi has displayed little
interest in the place. In 111,866 a combined army
of Carmania and the EWF annexed the city meeting
little resistance. Control passed to the Golden Dragon
Society and in 111,900 the Society appointed the
Enemy of Monsters Conclave, a Golden Dragon
Society offshoot, to rule the city.

Were it not for the fine farmlands surrounding Darleep,
it would be largely forgotten by the empire. Even the
Enemy of Monsters Conclave has been unable to shake
the apathy its citizens display although it has not stopped
trying. The entire city is engaged in a deep meditative
project to lift its ennui with compulsory meditation
ceremonies held at sunrise, noon and sunset, Conclave
members guiding the people in a series of contemplative
rituals that are designed to regress the city’s collective
subconscious back to the time when it was ruled by
monsters in a bid to lift the depression.

The Conclave has determined that Darleep is cursed by
some deep magic. Certain sections of the populace become
outgoing and forthright when reliving the blasphemous
rituals their ancestors were forced to practice during the
Insect God’s rule. Once these regressive meditations
have finished, the depression returns.

There are now several theories as to what to do
next. One League of the Conclave declares that the
northern temple which still bears the graven image of
the Insect God must be consumed by a dragon. The
Golden Dragon emperor is too pure to do such a thing,
so the Kunuvyar League believes that the whole city
must become a dragon — a miniature form of the EWF
Great Dragon Project — and do the devouring itself.
The Sonuvius League, which controls public affairs,
disputes this approach, and believes that dragonewts
must be brought to the city so that the Insect God can
be treated as part of the dragonewt Orxilius Ritual
and its image consumed that way. The most drastic
treatment is proposed by the First League of Emerald,
which maintains that, to achieve closure, the citizens
of Darleep must return to the monster worship of their
ancestors and raise the Insect God from hell so that it

can be slain by a member of the Eternal Dragon Ring.
The people of Darleep, confused and forlorn, plod
through their daily lives, deeply troubled by all these
conflicting plans, but unable to summon the will to
accept one or reject them all.

The secret to restoring Darleep’s energy and pride does
not lie in any of the draconic solutions the Enemy of
Monsters Conclave mistakenly pursues. In considering
complex solutions the Conclave has continually
overlooked the obvious. Nowhere in Darleep is there
a temple to Erissa. Building a temple of healing will
begin the healing process for the people, purging their
black, ancestral memories with no need for draconic
transformation. The second part of the solution
does revolve around the Insect God but requires no
return to its worship. Darleep is awash with insects
of every shape, size and type. They infest grain sacks
and mattresses, spoil wine, and skitter through the
walls. Ridding the city of insects would allow Erissa
healing rituals to cleanse Darleep of its enforced fug
of insouciance. Finally, if the stone bearing the graven
image of the Insect God is moved to Alkoth, Shargash
himself will devour its blasphemy with a single
swallow, and Darleep’s curse will be lifted.

Elempur

Now a sacred ruin Elempur is the most southerly
of the Dara Happan cities. Once it was the home of
the Urengeri who worshipped the god of the city,
Urengerum. In the time of Anaxial, Urengerum and his
followers protected the southlands of the empire from
invaders and Urengerum discovered the secret of the
bow, which he taught to the Urengeri. The Urengeri
went on to become the greatest archers of Dara Happa,
being able to fire with speed and accuracy from the
back of the fastest horse or swiftest chariot.

Elempur was finally besieged in the reign of the
emperor Urvairinus by the Ram People, led by the
mendacious Ram God which had a pelt of pure iron.
Urengerum was advised by the emperor to use wisdom
rather than force in his dealings with the Ram People,
but the Ram God could not be reasoned with and
negotiation descended swiftly into battle. The harsh
magic and the iron weapons of the Ram God meant
that Elempur was overwhelmed and burned. The
Urengeri were dispersed and Urengerum went to the
underworld to seek Yelm himself for counsel.
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In the end, the Ram God was defeated by Urvairinus
and Shargash, and Shargash used the Ram God’s
body to prevent the invasion of Valind from the north.
However Elempur was in ruins and its people scattered
across southern Dara Happa and Darjinn. Urvairinus
decreed that Elempur should never be rebuilt and he
offered Urengerum sanctuary within Raibanth.

Many of the Urengeri moved north to be close to
their city god, but many remained behind. They were
mindful of Urvairinus’s decree that Elempur should
remain ruined and did not rebuild it; instead, they
built a fresh settlement around the ruins. The name
Elempur therefore relates to the ruined city; the city
surrounding Elempur is known simply as the Gate to
Elempur. Here the descendents of the Urengeri still
live, protecting the southern border as they always
have, and maintain Urengerum’s memory with small
shrines and ziggurats.

The city is a ramshackle place with a half finished look
to it. The wall is low by Dara Happan standards and
made from poorly dressed stone that belies its strength
and solidity. Directly inside the main gate is the five
tiered ziggurat, again of a ramshackle appearance,
dedicated to Urengerum and Urvairinus. The perimeter
of the base is carved with a detailed telling of the battle
against the Ram God and Elempur’s fall. The frieze
is only partially finished because the Urengeri do not
believe that Elempur’s story is completely told. They
firmly believe that Urengerum will return to rebuild
Elempur and, when that day comes, the frieze will be
finished.

A smaller ziggurat stands next to Urengerum’s temple;
this is dedicated to Urengerum’s aspect of Sagittus the
Archer of Wisdom. Urengerum was given the bow by
Yelm and he taught its use to the Urengeri. The Cult
of Sagittus is therefore a martial cult specialising in
archery and it produces Dara Happa’s finest archers.
Every member of the cult — which is most of the city
— carries a bow and learns to use it from an early age.
Mass drills of bow craft and archery practice are held
in the square behind the temple, with hundreds of
targets being used by hundreds of archers and speared
with countless arrows. The archers of Elempur are
practicing for a war they know will come — a war
that will see Urengerum come down from Raibanth
in a chariot of gold to lead them into battle against
whatever enemy Dara Happa defines.

Che Rumous Guild

Elempur is controlled by the Ruinous Guild, an
Association dominated by the Sagittus Cult and
three separate mercenary Leagues that hire out
their services both within Dara Happa and south
of the Plough Line. The Ruinous Guild scored
remarkable successes against the Ignoble Tribe of
Sath which was ravaging northern Saird, laying
waste to its infantry with wave after wave of arrows
guided by magic and prayer. Once the Sathites
were pinned to the ground by arrow shafts, the
Ruinous Guild sent in its chariots to mow down the
survivors, ensuring that only one Sathite survivor
could tell tale of how this vile tribe of heretics and
chaos worshippers was destroyed.

The Ruinous Guild is most certainly warlike but is
adept politically. The Rose Petal League consists
of scribes and advocates who, having studied the
teachings of Urvairinus and Antirius extensively,
understand the true nature of political will and use
it to full effect, especially when dealing with the
Golden Dragon Society.

There is little understanding of the EWF in the city, and
little love for it. Elempur is very much Urengerum’s
land and no amount of draconic guile or flattery will
overcome that zeal. The Golden Dragon Society
has tried, offering gifts of magic and the return of
Urengerum to the city, but the wisest of the Urengeri
know that the EWF would return a draconic version of
Urengerum and Sagittus, and that is unthinkable.

Beyond the low, straggling streets of the unnamed
city are the ruins of ancient Elempur. The ground is as
black as pitch, and deep, crescent craters — the mark
of the Ram God’s iron hooves — encircle the perimeter
of the ruins. These craters are three metres deep and
bite cruelly into the earth. The ruined buildings are
scorched and blackened, some of them smoking still,
centuries after they were wrecked. The ruins cannot
support life of any kind; only a god or demigod can
enter the devastation and survive, and so the people
maintain their distance, but are certain that Urengerum
will come, one day, to rebuild his city. Regular



processions of priests traipse north to Raibanth to
worship at the shrine to Urengerum, seeking signs of
when this day will be. In recent days the priests have
reported stirrings that suggest Urengerum is preparing
for something. The EWF is aware of these stirrings,
and the Golden Dragon Society has agents watching
both the Sagittus and Urengerum priests abroad in
Raibanth, and the city of Elempur, in a bid to discover
what is behind the excitement.

Elz Ast

Nestled in the Thunder Delta Elz Ast is a true Dara
Happan city conforming to the Murharzarm ideal. The
Inner City is much like Yuthuppa and Raibanth; close,
regular streets surrounding the central, mighty ziggurat,
alive with Association business and veneration of the
Solar pantheon. The outer city, which is the province
of Half Citizens and Newcomers, is where the life

Oereac of the Chunder Lizard

blood of Elz Ast flows. The thriving port serves both
the Keniryan Sea and the Oslir River, with vessels of
all shapes and sizes vying for mooring space alongside
the massive, curving quayside that sprawls across the
north eastern edge of the delta.

Elz Ast serves many places. Merchants from Rinliddi
sail down the Arcos, braving the river pirates of Birin,
to trade at Elz Ast, and trading ships from Karasal and
Pelanda stream along the Poralstor River and across
the Thunder Bay bringing foreign delights to Elz Ast’s
massive floating markets. People of all creeds mingle in
the Outer City and Elz Ast allows the shrines of hundreds
of foreign gods to be erected along the quayside — as
long as a donation is made directly to the Oslira temple,
making the Cult of Oslira exceedingly wealthy.

Oslira’s worship dominates Elz Ast. Her ziggurat
commands the skyline of the Inner City and there are

When Yelm was killed and forced to live in the underworld it was possible for all manner of hideous
gods to invade the world. The Thunder Lizard had twenty legs and twenty heads and claimed to be
twice as powerful as Yelm had ever been. It came from the far north, swallowing entire countries as
it lumbered towards Dara Happa, intent on eating all the gods who had not followed Yelm into the

underworld.

Only Oslira, angry that she had been left behind, stood in the Thunder Lizard’s way. She would not
move and spat at each of the twenty heads trying to poison the Thunder Lizard with her Blue Serpent
venom. Seeing that the Thunder Lizard simply drank the poison and was strengthened by it, Oslira
called upon her husbands, Lodril and Shargash to help her, but Lodril was deep underground and
Shargash was pre-occupied with hauling the Ram God’s carcass north to stop the ice god. Oslira stood

alone against the Thunder Lizard.

First she spat her venom. Then she spat sea serpents, but the Thunder Lizard ate them. Next she spat
Words of Insanity but the Thunder Lizard was deaf and idiotic and could not understand them. The
Thunder Lizard ate the Sovereign Island which was a gift from Lodril and made the remains into its
teeth, one for each head. Angered beyond measure, Oslira coiled her whole length, draining the whole
of Dara Happa dry, and whipped it at the many-headed lizard. This the lizard could not withstand and
ten of its heads were crushed. With the remaining heads it tried to bite Oslira’s tail and succeeded
in biting it into three parts, which became Arcos and Poralstor, river serpents in their right. All three
serpents then coiled around Thunder Lizard and dragged it beneath the water, where they drowned it.
The ten heads fought for air, but Oslira sucked all the air into her body, denying them life.

And so the Thunder Lizard died, and its body is now the Thunder Bay and its teeth are its islands.
Oslira unwound her coils, returning water to the empire, but she let Arcos and Poralstor remain, and
these are now the Head-Tail rivers that join with Oslira and keep the Thunder Lizard from awaking.
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countless shrines to the River Goddess in both Inner
and Outer cities. She is worshipped in many aspects:
The Blue Serpent; the River Mother; the Engulfer;
the Cleanser; the Bringer and Taker of Life. She is
worshipped as both a wife of Shargash and Lodril,
and every cult acknowledges and propounds her
domination of the Thunder Lizard which is buried
beneath the water of the Thunder Bay, its teeth, which
have formed the islands of the delta, poking out as the
only evidence of its existence.

The ruling Association of Elz Ast is the Oslir River
Union and wields almost total power. Over fifty
Leagues are members and there is no service the Oslir
River Union cannot provide from within its ranks.
It effectively rules the Inner City but three smaller
Associations govern the three Inner City quarters: The
Poralstor Union, the Arcos Union and the Elz Land
Association. Each controls trade and trade relations
with the communities of the respective river and, in
the case of the Elz Land Association, all land-based
trade within the Inner and Outer cities. All are rich
and powerful, acknowledging the Oslir River Union’s
supremacy but maintaining their own importance by
sending numerous emissaries into Pelanda, Rinliddi
and Kostadi to ensure Dara Happan influence is spread
far and wide.

The Inner City is run to strict Murharzarmic codes
with the Associations working in concert to ensure that
Yelmic devotion is maintained, even though a dragon
sits on the Imperial Footrest. The Inner City’s chief
concern is the maintenance of Elz Ast’s domination
of the delta and the lands along the Poralstor and
Arcos Rivers. For this reason the four Associations
promote pragmatism over pride and take a very
practical approach to government. Toleration breeds
co-operation, and co-operation breeds contentment.
As long as the many cultures congregating in Elz Ast
behave with respect and pay their dues, Elz Ast is
happy to allow them to practice as they wish, within
reason. Elz Ast is, as a result, a harmonious and just
city that is far more welcoming of strangers than any
other in Dara Happa. Dara Happan ways and traditions
are maintained with rigour, but Newcomers, especially,
are given more leeway and understanding than in the
more orthodox cities such as Alkoth, Yuthuppa and
Raibanth. A more liberal view of society is permitted
in Elz Ast, even going so far as to tolerate brothels,
sponsored by the Cult of Uleria, in the outer city. As

long as the brothels remain discreet and pay their dues
to the Oslira River Union, a semi-blind eye is turned to
their activities (but not the income generated, which is
considerable, especially from Pelandan and Darjinni
merchants and traders).

The Golden Dragon Society has little influence in Elz
Ast but this is deliberate. EWF influence is exerted
through the small but powerful Imperial Fountain
Adherents, a draconic organisation venerating Aroka,
a True Dragon that is known as the Imperial Fountain
of Peace. The Imperial Fountain Adherents believe that
Oslira is Aroka’s tail and that the rest of the dragon
is healing its body beneath the Keniryan Sea having
been slain by the Thunder God, Orlanth. The myth
of the Thunder Lizard is proof, to them, that Oslira
is an aspect of Aroka and that, through the Great
Dragon Project, she will be reunited with the rest of
her draconic body. The Imperial Fountain Adherents
are led by Lorenkarten, The Above and Beyond. He
teaches that one can become a True Dragon by starting
small and becoming great. The Adherents therefore
cleave to Lorenkarten’s Ten Step Path of Immanent
Mastery and believe that their leader is both Oslira
and Aroka in human form — a perception Lorenkarten,
who adopts human appearance, does little to dispel.
Currently Lorenkarten resides in Alkoth where he
advises the Red King, but his acolyte, Judaragarang,
a Carmanian mystic deemed a heretic in his own
lands, guides the Imperial Fountain Adherents
in the veneration of Aroka and Oslira in both her
Dara Happan and draconic interpretations, thereby
guaranteeing the toleration and co-operation of the Elz
Ast Associations.

Che Inner Cicy of Clxz Asc

The Inner City is divided into four, roughly equal
quarters. The Oslir River Union controls the north west
quarter and the Oslira ziggurat, dominating the centre
of the city. It owns all the buildings in the quarter and
permits no other Association to operate within it. The
buildings are uniformly grand with sweeping facades,
intricate architecture, numerous friezes depicting
Oslira’s myths, numerous shrines and water features
set into peaceful squares between the buildings.

At the centre of the quarter is the imposing River
Union building, a three-tiered, rectangular ziggurat
surrounded by a deep moat and crossed by a single,



highly decorated footbridge that leads to the approach
stairs. The moat is surrounded by palm trees and
sphinx, the face of each sphinx depicting the face of
one of the past Oslir River Union chiefs. Only Nobles
of the Oslir River Union are permitted entry to the River
Union Building. Security is provided by the fierce
Avhentir League which developed the impressive Ten
Cuts Technique of scimitar combat. Avhentir guards
patrol the wall of the lower storey of the building,
their bright red turbans and heavily curled beards,
threaded with red beads, marking them as devotees
of Oslira’s aspect of Wife of the Devourer, and so
affiliated with Shargash. All River Union business
and policy emanates from this grand structure, and it
is considered the absolute heart of the power within
Elz Ast. It is said that a network of secret water-filled
catacombs, shared with the Oslira ziggurat, contains
the River Union’s treasure and is patrolled by ludoch
and aquatic demons loyal to Oslira.

The north east quarter of the Inner City is controlled
by the Arcos Union. The buildings lack the grandeur
and ostentation of the north west quarter but are still
wealthy and well appointed, decorated with blue slates
and stones arranged into stepped patterns. Several of
the Leagues belonging to the Arcos Union have strong
ties with Rinliddi and so avian motifs are common
throughout the architecture and there are several small
shrines to Vrimak and Surenslib, the Heron goddess.
The headquarters is in the tower-like structure
projecting from the roof of the Vrimak temple. The
upper level of the tower is the pigeon coop where
the Arcos Union’s messenger pigeons roost, and the
outside of the roost is smeared in their excrement. The
tower has four sides, narrowing towards the summit,
and at each corner a gargoyle in the shape of a different
bird watches over the four directions of the quarter.

The messenger birds of the Arcos Union are
famed throughout Dara Happa for the tenacity. As
their god, Voastup, has no presence on the Gods’
Wall, she cannot be worshipped directly within
the Inner City of Elz Ast, but a small shrine exists
to her in the coop itself and every message sender,
before despatching a bird to brave the wild air
and aerial predators, leaves a small donation and
prayer to Voastup out of courtesy and a desire to
see their bird reach its destination safely.

In the south west quarter the Poralstor Union holds
sway. A mixture of Pelandan and Dara Happan
families it effectively breaks the social codes by
integrating Nobles and Newcomers, but such are the
riches brought by this bending of the rules, the Oslira
River Union turns a blind eye to its structure. The
Poralstor Union is dynamic and rich. It displays its
wealth with little modesty, adorning its buildings with
rich fabrics, precious metals, and brilliantly painted
friezes depicting Yelm and Oslir’s various glories.

The Poralstor Union offers a unified face to the city
but is rife with internal division. The Pelandan view
of trade differs markedly from the Dara Happan, not
least in embracing certain draconic aspects of Oslira.
The Emanestos and Jhovinda Leagues are no longer
on formal speaking terms and communicate solely
through mediators of the Ashartcha League (the
wise counsel of the Quarters’ Association, which is
based in the Outer City). These divisions are deep
and most likely unhealable, but still the Poralstor
League maintains its public persona and remains an
exceedingly powerful force in northern Dara Happa
and the Poralstor river valley.

The south west quarter is governed wisely and quietly
by the Elz Land Association. An ancient group of pure
Dara Happan families which can trace its ancestry
directly to Anaxial, the Elz Land Association knows
the geography of the Dara Happan interior intimately. It
maintains many secret roads (several of them magical)
that were created by Anaxial following the flood
and grants access to those traders who are prepared
to swear a complicated oath (drafted by Antirius)
never to reveal the roads’ existence to anyone. The
three trading Leagues of the Elz Land Association are
quietly, phenomenally, wealthy, able to move around
Dara Happa silently and at great speed. The Elz Land
Association keeps its extraordinary wealth very well
hidden on the seventh island of the Thunder Delta.
A magical road starting from the Lokarnos ziggurat
in the south west quarter, connects the island and
mainland. The treasure rooms are guarded by magically
animated sphinxes of bronze, their claws tipped with
iron. Anyone not wearing the jewelled hatpin of the
Elz Land Association is immediately attacked by
the sphinxes — not that anyone from outside the Elz
Land Association has ever attempted to deprive the
Association of its treasure.

35

vddvy vavQ



O4rA happA

36

Che Oucer Cicy of Cilz Asc

The Outer City sprawls down to the harbour and
encompasses it. Home to all castes it is a maze of
tightly winding streets, dark back-alleys, huge,
paved squares and the many, many shrines to gods
from all across Peloria. It is ostensibly governed by
the Quarters’ Association, a powerful knowledge-
based Association that has connections all across the
empire. The Quarters Association makes no claims on
the government of Elz Ast, leaving that to the Oslir
River Union, but it considers the city to be its spiritual
and administrative home. The Association venerates
Buserian and the Buserian ziggurat overlooking
the main square of the outer city is both temple and
headquarters for the Quarters’ Association.

The Outer City has no strict district divisions and
therefore it departs from the typical model of a
Dara Happan city. Yet neither is it disordered. The
Quarters” Association knows who is based where,
who is renting what, and what is being traded in the
street and floating markets. The semblance of disorder
serves the Quarters’ Association very well, since the
four Associations of the Inner City are forced to deal
with the Quarters if they are to make any headway
in the Outer City. The arrangement is long-standing
and advantageous to all. The Inner City Associations
do not have to deal directly with Newcomers and
Foreigners, and the Quarters’ Association can operate
without undue interference.

The floating market occupies a specially built lagoon
running east from where the river meets the Thunder
Delta. It is impossible to count the vessels that are
moored in the lagoon, but there are many hundreds,
possibly in excess of a thousand. The barges, boats
and ships bob in the water, and are connected by an
intricate network of wooden walkways forming a
seamless series of paths through the expanse of boats
— ideal for those who do not wish to get their feet
wet. Just about anything tradable can be found in the
floating market; food through to weapons and armour.
There are very few trading restrictions and even those
that exist are policed with laxity. The floating market
is quiet only at night when the traders sleep amongst
their goods before beginning to trade again at dawn,
when the whooping of herons in the marshes to the
south of the lagoon summons them back to business.

The harbour is a sweeping arc of stone built by
the Mozamamat League four centuries ago. The
Mozamamats were absorbed by the Elz Land
Association soon after the harbour’s completion and
administration was ceded to the Quarters’ Association
at the same time. Overlooking the harbour is the Light
Pillar, a beacon of stone almost half a kilometre high
that pulses with the energy and light of the sun marking
Elz Ast’s position on the Thunder Delta and acting as
a guide for ships that brave the treacherous currents
of the bay to reach the harbour. The Light Pillar is,
of course, magical, but no one in the city knows the
source of the magic and so it is considered to have
been touched by Yelm himself and is a shrine to every
sailor who values safe passage and firm ground at the
end of a voyage.

Finding a mooring space in the busy harbour is always
a difficult business. Experienced boat captains send a
message to the Quarters’ Association before attempting
to land so that a mooring place at the quayside can be



Nocaovle Caverns of Elz Ast Dardour

The Murharz Arms

A sprawling venue mimicking the ziggurats of the city, this three storey, tiered tavern specialises in
wines and grain spirits. Each floor deals with a separate selection of drinks and a favoured past-time
of sailors and traders is to ‘Do the Descent’, where one begins drinking at the top floor, sampling each
of the wines and spirits on offer, doing the same down through each floor. The experience is said to
closely mimic the sensations felt when entering Alkoth for the first time, including the hangover.

Zham's

Two rooms sandwiched between shrines to a minor, unidentifiable grain goddess, and to Uleria,
Zham’s serves cheap beer in cheap surroundings. Hookahs burning fruit-infused tobacco wads are
clustered in the central, cushion filled pit, and a mouthpiece can be rented for a few coppers. Despite
its cheap facade and watered beer, it is a popular, convivial place, frequented by members of the
Quarters’ Association Leagues.

Lodril's Rest

An underground drinking hole and shrine to Lodril. This place serves earthy, gutsy ales from up river.
A prayer to Lodril is offered with each drink. Those who refuse or who forget are ejected from the
premises.

Irast's Home from Home

Serving good food and offering dormitory rooms, this inn offers decent accommodation at reasonable
prices. Irast is a Yuthuppan with a sly sense of humour and a compulsion to ensure the comfort and
happiness of even the most disagreeable guests. His patience and perpetual smile is the stuff of legend.
His twelve daughters, each amazingly beautiful, tend the rooms and maintain the kitchen, their faces
hidden behind veils of dark green gauze. Irast is desperate to marry them all to the wealthiest people
possible, so far without success. No guest at the Home from Home leaves without Irast first having

described, in considerable detail, the charms and talents of all twelve daughters.

arranged ahead of time. Traders associated with the
Associations of the Inner City have permanent mooring
points along the stone and wooden jetties projecting
into the bay from the quayside, but negotiating
progress through the throng of vessels is difficult even
for those with a guaranteed mooring spot.

At the north of the harbour are the Builders’ Docks.
Elz Ast is noted for its boat building skills and here is
where both river ships and sea-going vessels are built
and repaired. The Builders’ Docks are controlled by
the Elezza Builders, an Association of four families
specialising in all things water-borne. The docks are
always a riot of construction and repair, on the water
and in the dry-docks. The four families making up
the Elezza Builders have their properties overlooking
the docks and, behind the line of low houses, are the

modest dwellings of the Haulers, the Half Citizens
who undertake almost all the craftwork for the Elezza.
The Elezza are canny negotiators and strict with their
regimes. The Haulers are worked hard and incessantly,
Elezza task masters checking and rechecking building
and repair work to ensure it meets their incredibly
high standards.

Birin - Pirace Cnclave

A constant thorn in the side of Elz Ast is the pirate
enclave of Birin, a miserable walled city standing on
the banks of the Arcos within Rinliddi territory. The
Birin have forsaken the bird worship of the Rinliddi
and venerate a goddess of their own devising who was
supposedly destroyed by Yelm when he returned from
the underworld. The Birin blame the Dara Happans for
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destroying their goddess and the Rinliddi for not
protecting her.

The pirates mount raids on the river ships that stray
too close to the banks of their dingy little city. Their
fast, single-sailed cutters pursue the cumbersome trade
ships all the way into the Thunder Delta using their
expert knowledge of the currents and rocks to drive
their quarry aground before attacking with spears and
swords. Survivors are hauled back to Birin where they
are ransomed or become slaves.

The EWF has made no moves against the pirates
of Birin because they have doubted the value of
converting them to the draconic path, and outright
destruction would involve committing resources to a
prolonged siege of the Birin enclave. However the Elz
Land Association and Arcos Union has decided that
enough is enough and are massing their own force,
swollen with mercenaries, to march overland and
take Birin from the west. The EWF has shrugged its
shoulders at the plan and committed no troops of its

own, but is keen to see how the attack develops so that
they can move their own draconic proselytisers into
Birin quickly once the pirate rule is broken.

Nocadle People of Ciz Asc

Vareshnyu Ahmut is the high profile and noted “fixer’
of the Outer City. The street-side diplomat for the
Quarters’ Association he knows anyone and everyone
worth knowing in the Outer City and is a mine of
information concerning the comings and goings of
the merchant traders, the many Leagues of both the
Inner and Outer cities, and all manner of surreptitious
goings-on in and around the area. Vareshnyu expects
to be paid for his information, but also happily pays
for what he does not know but should. He does not
view this as corruption, but a simple recognition of
his ability to seamlessly broker information that will
likely influence deals and prices elsewhere.

Moamir Bevenyar is the public face of the Oslira
River Union. Like Vareshnyu (whom he detests),
Moamir is an expert on the wheelings and dealings of
the Inner City, particularly concerning the four Inner
City Associations. He has a vile temper and is paranoid
about being late for any engagement, the thought of
which encourages a sweat and tendency to panic. But
for all his paranoia his communication skills, when he
is calm and in control, are second to none.

Argenyar Argen commands the Inner City militia,
loyal Shargash cultists that are part of the Oslira
River Union. Argenyar is an expert in chariot and
spear combat, having completed the infamous Outer
City Marathon three times as victor. He secured his
position as leader of the militia by delving into the
depths of Akuturos to defeat many dehori and emerge
with The Spear of Heroes which he keeps at his side
at all times. Aregnyar is a pragmatic warrior, much
preferring poetry and astrology to the arts of war, but
is far more adept at the latter than the former. He has
sworn never to marry until his Spear of Heroes has
served a true hero of pure Dara Happan destiny.

Muhendar Nahib is the ill-mannered Pelandan
speaker for the Unaligned Traders Association, a loose
confederation of Newcomer merchants of the Outer
City. His constant demands for access to Inner City
trading links makes him deeply unpopular throughout



Elz Ast but the Newcomer merchants support his
tenacity and plain speaking despite the disdain he
receives from the Quarters’ Association and Oslira
River Union. The Imperial Fountain Adherents find
him a fascinating character that has so far resisted
conversion to the Way of Aroka despite his obvious
draconic sympathies.

Mernita — The Turning City

Mernita was destroyed in the distant reign of
the emperor Lukarius. When Yelm’s brightness
disappeared, the Mernitans turned to the worship of
the goddess Lesilla, who claimed to be the rightful sun,
and a false sun shone above their city. When Lukarius
required the support of all the cities, Mernita denied
it, forcing Lukarius to call upon the Antirius Precepts
to assert true, solar authority. Because Mernita was
unjust and beyond the True Law, Lesilla, the false sun,
fell flailing to the ground, destroying the city.

All that remains of Mernita is a mound of scorched
rubble, around which are clustered many disparate
villages that remain outside the Law of Dara Happa.
These apostates maintain that Lesilla can — and will —
be revived to a glory greater than Yelm. The villages are
squalid, unfulfilled settlements that scavenge amongst
the rubble of the old city desperately trying to piece
together the remains of their goddess, finding scraps
here and there, but are otherwise godless. True Dara
Happans shun Mernita, believing it to be a testament
to the folly of denying Yelm’s rulership of the cosmos.
The Mernitans, dismally optimistic, argue otherwise,
and stoically refuse to integrate with the Solar way,
preferring to cling to a string of prophecies a variety
of rag-tag mystics have propounded over the centuries
since Mernita’s destruction.

This is ripe territory for draconic interference. The
Mernitans refuse to believe in anything but Lesilla’s
wronged purity, but the Golden Dragon Society has spent
a great deal of time studying ancient records of Mernita’s
history in the unassailable Tomb Libraries of Alkoth,
and believe that they have found a way of establishing
Lesilla’s draconic lineage. Their aim is to demonstrate
to the Mernitans that Lesilla is a consort of the Golden
Dragon emperor, who has, himself, been deliberately
misunderstood but has, nevertheless, prevailed.

The Mernitans, for their part, are difficult to convince,
but Dara Happa’s rejection of Mernita is merely greater
fuel for the EWF’s zeal. The villages surrounding the
rubble mound dare not raise temples to Lesilla either
above ground or below it, but the Golden Dragon
Society is in the process of proving that temples do not
need solid foundations to be effective. The charismatic
Lady Forlorn, an aspirant to the Eternal Dragon
Ring, has taken her Hunting and Waltzing Band into
the Mernitan community with the sole objective of
proving Lesilla’s draconic nature and bringing the
ostracised villages, one convert at a time, around to
the draconic truth.

The Lady Forlorn believes that success in Mernita
will elevate her to the Eternal Dragon Ring. She also
believes that the complete conversion of Mernita and
Lesilla to the draconic path will result in the city being
rebuilt from the ground-up, and become a Foundation
City for the EWF in Dara Happa. As Mernita is close
to the Pelandan border and Elz Ast, it is considered of
strategic importance to the EWF, if an irrelevance by
the bulk of Dara Happans.
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The villages’ resistance to outside interference, either
by Wyrmfriends or elsewhere is being steadily eroded
thanks to the Lady Forlorn’s persistence. Four of the
villages have embraced Lesilla’s draconic aspect and
are preparing the goddess’s return. The central belief
is that Lesilla is the rightful inheritor of the Celestial
Throne, Yelm having displayed the ultimate weakness
in succumbing to an ignoble death. His ultimate re-
ascension is an irrelevance. This belief is inherently
heretical to Dara Happans as it creates a matriarchal
concept of empire that cannot, in any way, be
reconciled with traditional belief. Proof of Lesilla’s
inner dragon would pose a direct challenge to Yelm’s
ultimate authority as it would further strengthen the
Golden Dragon’s position as a representation of Yelm’s
draconic aspect. The arguments are complex but of
crucial importance for Dara Happa’s future. Lesilla’s
own re-ascension with a draconic heart would drive a
schism through Yelmic doctrine and, with the Golden
Emperor’s draconic nature in full evidence, a new
Solar regime will undoubtedly emerge, cementing the
EWF into the heart of the Dara Happan empire. The
Golden Dragon emperor and Lesilla would effectively
form a union of male and female rule — a fundamental
challenge to the order of the cosmos.

Few realise what the Wyrmfriends hope fo
achieve amongsf fhe ruins of Mernifa. They have
forgoffen the heresy its people commiffed with
ftheir worship of Lesilla the False Sun. Buf I see
the Wyrmpriend's plan and fell if fo you now. To
raise the False Sun in draconic image; fo marry
fhaf image fo fhe Dragon Emperor; and fhen for
fhis herefical union fo rule the universe.

We as Dara Happans, cannof allow this
blasphemy. Lesilla must die and so musf the
Golden Dragon emperor. If we do nof kill bofh,
the order of our universe will crumble and from
ifs rubble will arise the Wynmfriend's Creaf
Dragon, ready fo pour flame across the land
from Elz Ast fo the Ploughline.

That is the choice we face.”

—  Karvanyar, emergent hero of Dara Happa

Nivorah

One of the seven sacred cities Nivorah, like Mernita,
rebelled against the emperor Lukarius claiming it had
better gods to worship and new directions to follow.
However, when the Ram People had destroyed Elempur
and marched north to destroy Nivorah, Urvairinus
defended the city and so it persists to this day.

Nivorah acknowledges its blessed existence and is
now a loyal city of the empire, venerating Urvairinus
alongside the other gods of the Celestial Court. It is
a proud city with fine walls and many shrines and
temples to the solar gods. The shrines to Urvairinus
are found in the five tiered central ziggurat where he is
worshipped as Nivorah’s eternal protector. The sons of
the city are schooled in the teachings of Urvairinus and
taught the ways of war he employed; that is the use of
spear, shield and phalanx to present an impenetrable
wall to Dara Happa’s enemies.

The Golden Dragon Society has been unable to convert
the Nivorahnites such is the devotion to Urvairinus. Even
its best attempts to prove a draconic aspect have met with
collective shrugs of indifference. The four Associations
governing the city do so through the four-fold philosophy
Nivorah has adhered to since the defeat of the Ram
People: loyalty, defence, justice and honour. The heads of
the four Associations meet in the conclave known as the
Fifth House to ensure their agendas are complementary
and that the entire city acts as one, single, Association.

The Golden Dragon emperor therefore poses a
dilemma to Nivorah. On the one hand the city must
remain loyal to the emperor, and so the Golden Dragon
is acknowledged as Dara Happa’s ruler; however
the logic of justice dictates that the Golden Dragon
is, perhaps, a false emperor that lied to pass the Ten
Tests. To deny the Golden Dragon’s rule would be
to act dishonourably, and yet the dragon represents a
weakness of defence against outsiders.

Nivorah’s approach is therefore to cleave ever more
closely to the worship of Urvairinus, so avoiding
accusations of dishonour, injustice and disloyalty,
whilst remaining defensive through its martial
teachings. The four Associations are inwardly focused
rather than outward looking. Nivorah must concern
itself with its own affairs, and adjudicate them wisely,
rather than following what could be false agendas and
an unjust path.



Nivorah’s people are thus some of the most tight-
lipped in the whole of Dara Happa. No Nivorahn will
ever say or do anything that could be construed as
disloyalty to the emperor, but if the regime changes
they are amongst the first to offer tribute and spears
in the defence of the empire. Nivorahns have a motto:
A Single Spear Turns An Army and this how they
view themselves. Distanced from Raibanth Nivorahns
see themselves as the empire’s defiantly loyal spear
ready to challenge whenever a challenge is called for.
Nivorah cannot raise the kinds of armies Alkoth can
field, but it produces devoted, loyal, brave warriors
who cleave to a warrior-emperor’s traditions. Such is
the true Dara Happan strength.

New Gold Dream (Dragonewt City)
Located on the eastern bank of the Oslir and in sight
of Yuthuppa, New Gold Dream is a concentration of
spiralling towers of gold-coloured stone breaking
from the pasture, each tower engraved with draconic
symbols and runes. All windows face towards the
temple of Yelm and the entire settlement is dedicated
towards the veneration of the Golden Sun Dragon, but
not the sun. There is no Dara Happan solar imagery
anywhere in New Gold Dream, and Yelm’s name is
never mentioned. To those Dara Happan’s suspicious
of the dragonewts’ motivation, and sure of their heresy,
the absence of Yelmic veneration is proof of it.

New Gold Dream offers hope to dragonewts exiled
from the draconic way. On the orders of the Inhuman
King of Ormsland any sundered dragonewt who
comes to New Gold Dream and successfully passes the
New Ten Tests will be restored to the draconic cycle.
The New Ten Tests are a series of fearsome ordeals
designed to test the capacity for Right Action and
might almost amount to an earth-bound HeroQuest.
Failure results in death for the dragonewt, but success
results in immediate reincarnation at the Crested stage,
with all memories of their past life expunged.

Thus the city is a magnet for dispossessed dragonewts
from across Ralios and even into Dragon Pass. With
them come human Wyrmfriend pilgrims. Word has
spread that the Golden Sun Dragon performs miracles
on a daily basis to those who prostrate themselves at
its feet and offer to convert to its worship. The Wyrmic
Solar Way organisation is a group of miracle-receivers
who enthusiastically guide human arrivals at New Gold

Dream in the ceremonies necessary to receive a miracle
(for a fee), pointing to all the sundered dragonewts who
have been swept back onto the draconic path as proof
(for afurther fee). Maulharik Brighteye leads the Wyrmic
Solar Way, inciting hatred from ardent Wyrmfriends and
OldWays Traditionalists alike. He has become something
of an expert on the solar/draconic relationship having
obtained a dense text from Kustria that is undoubtedly
of God Learner origin. He quotes chapter and verse in
the human quarter of New Gold Dream, leading the
growing rag-tag army of miracle-seekers in prayer, song
and dance. His methods are dangerous. He proposes
integration with the dragonewts (who must surely be the
Golden Sun God’s children) and preaches against the
Wyrmfriends. Agents are undoubtedly moving against
him: The Golden Dragon Society wants to silence his
heresy; the dragonewts want to avoid taint; and the God
Learners want their book back.

New Gold Dream is under the auspices of the Ruler
dragonewt Empires Rise and Fall. He is less prone to
sleeping than most Ruler dragonewts and maintains a
visible presence, sitting at the top of a thick dragonewt
plinth in the centre of the city, adopting a pose that
mimics that of the Golden Sun Dragon. He sees all that
happens and likes little of it. His communication with
the Inhuman King of Ralios is constant and dreamlike;
he is instructed not to intervene until told. His gaze is
thus malevolent and knowing. He sends Nobles across
New Gold Dream to watch the humans flocking into
the new city and to ensure that the New Ten Tests
being undertaken by the sundered dragonewts is every
bit as arduous as it should be.

The chief speakersto the humansare the Noble dragonewts
Araana’thal and Laht’anaara. The former’s hide is blue
whilst the latter’s is red. They engage in enthusiastic
discourse with humans and Maulharik Brighteye in
particular, offering typically cryptic and unhelpful
insights into the solar/draconic relationship that are more
a hindrance than a help. The dragonewt rune is being
worn by many of Maulharik’s faithful, tattooed into place
by Araana’thal whilst Laht’anaara walks on its hands
around the disciple. Some are then led away and invited
to take the New Ten Tests, which Maulharik considers
to be the ultimate blessing. No one is sure what happens
to these people, but one eagle-eyed pilgrim has noted
a slight increase in the Crested dragonewt population.
Perhaps Maulharik’s wishes for closer integration are
being granted, but not in ways he might welcome.
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Raibanth

‘Gaze upon the Imperial Foofrest. CGaze upon it and
fell me now that Greaf Yelm has no dominion over
the universe!”

— Klurius Lockspinner, Merchant of Saird

Raibanth. The Imperial City. Murharzarm’s seat.
Centre of the Empire. There is no greater city in the
whole of Glorantha. Yes, there are larger cities and
yes, there are cities with taller buildings, but no other
city is as old or was raised by its god. No other city
was designed to provide its ruler with a complete,
unbroken view of his kingdom. Raibanth stands at the
heart of Dara Happa and stares unflinchingly around it
with the purest majesty. Raibanth is Dara Happa.

At the centre of it all is the Imperial Footrest. A ten-
tiered ziggurat with ten thousand steps leading to its
summit. Half a kilometre in width its white marble
is bathed in the gold of the sun and each tier raises
it closer to heaven. Ascending the Imperial Footrest
is to leave behind the mundane world and climb into
the Celestial realm itself. Yelm built the Footrest and
Antirius blessed it in the generations thereafter. The
one who has taken nine of the Ten Tests ascends its ten
thousand stairs to stand on the edge of heaven and is
cloaked with the mantle of empire by Antirius himself.
The Imperial Footrest is no ordinary, mortal building;
itis the word of Yelm rendered to solid form and placed
in the centre of all that is blessed and sacred to him.

And around its base are the four quarters of the city
Murharzarm built upon becoming emperor: mighty
Raibanth. The streets of each quarter are straight
and pure, measured out by the servants of Lodril and
planned according to the Celestial Plan. Every building
is in the shadow of the Imperial Footrest but none is
hidden from the sun even when the shadows are at their
longest or the clouds of the Rebel Gods have reached
their thickest. Raibanth, City of Temples, is Yelm’s
city, the city of white gold, the holiest city anywhere in
the world. None who see Raibanth can deny its power
or position; none who gaze upon the Imperial Footrest
can refuse to be moved by its glory and majesty.

A river runs through it, glorious Raibanth. Oslira
snakes her way through the empire and the Imperial
Footrest straddles her course in testament to Yelm’s
dominion of these lands. The waters running through
the city are the purest and sweetest of anywhere in
Dara Happa, for Oslira must always acknowledge
Yelm’s mastery of her. She does so willingly, of
course, and only once has she been forced to rise up in
anger. In that great flood the whole of Dara Happa was
engulfed by Oslira’s anger and the streets of Raibanth
were buried beneath the Oslir’s turbulent waters but,
even in those bleak days, the brilliance of the city
shone through the murky waters acting as a beacon to
guide Anaxial’s course through the deluge. Raibanth
was completely submerged and only the Footrest
escaped drowning, but, when the waters subsided, even
though many places had been battered or swept away
completely, Raibanth emerged intact but cleansed of
all impurities.

Coils or the Gotden Oragon Sun

Thirty two years ago the Golden Dragon defeated
the armies of Dismanthuyar and Urvanyar. The old
emperor deposed, the Golden Dragon climbed the
Imperial Footrest, taking the Ten Tests as it did so,
despite lacking the human faculties requisite for any
emperor. Here is what it did:

o} On the first tier it assumed human form and
made three declarations of great Dara Happan
significance. It promised to rule wisely,
with justice and with honour. It clothed its
nakedness in a loincloth thus demonstrating it
was a moral being.

o} On the second tier it bathed its clawed feet in
fire which became the sandals of protection,
demonstrating that the Golden Dragon would
never touch the impure.

o) On the third tier it clothed itself in the sun’s
radiance which became the Vestments of
Disclosure, proving it had the robes to rule.

o} On the fourth tier it paused whilst its champion,
Isgangdrang, brought forth a great bow with
arrows of gold; so did the Dragon prove it had
a Weapon of Distance with which to protect
the empire.



o} Atthefifthtier itcommanded all below to worship
Yelm and its words became a girdle of command,
proving it had the strength of rulership.

o} On the sixth it turned its horns into a crown
of power, showing it understood the Crown of
Wisdom.

o} On the seventh tier it paused and blessed

the Four Quarters and the lands of the Half
Citizens, and it summoned forth a Half Citizen
to act as part of its counsel, demonstrating that
it wore the Low Crown of Rule.

o} On the eighth tier created an orb of fire with its
breath, so that the light of empire would burn
brightly throughout the land.

o} On the ninth tier it raised the Sceptre of Justice
from its tail and challenged any present to prove
it was a false emperor. None stepped forward,
proving that the Golden Dragon was a just and
truthful being.

o} The Golden Dragon flew to the tenth tier,
proving it could fly and had dominion of the
Middle Air. And as it settled around the throne
the light of Antirius broke through the clouds
and wreathed the dragon in the holiest of light,
proclaiming it emperor.

The entire empire sang its name and gave it praise.
Fifty five emperors had come before the Golden
Dragon and all had been human; the Golden Dragon,
by taking the Ten Tests and naming the Imperial
Regalia as it ascended the Footrest proved that a being
in transcendence could become emperor also.

The Golden Dragon then allowed its coils to uncurl
and it rested its head on the Throne of Empire so that it
might see every part of its new realm. Its legs stretched
to the seventh, sixth, fifth and fourth tiers, and its tail
curled around the second and first so that it fully
embraced the Imperial Footrest. At the ziggurat’s base,
arranged according to their station and allegiance, were
the Golden Dragon Society, the Eternal Dragon Ring,
the Nobles of Dara Happa and the highest ranked of
the allies and Newcomers. All gave their praise and
only a handful murmured any doubt.

From the Eternal Dragon Ring Lord Great Burin led a
woman, clothed and veiled in the purest gold. Together
they ascended to the fourth tier and Lord Great Burin
proclaimed the woman to be Sharmanasthar, daughter
of the Golden Dragon. Her beauty was undoubted and
her smile was as radiant as Erissa’s. She healed the
Dara Happans wounded in the previous day’s battles
and called upon the empire to know peace.

Finally the Golden Dragon emperor spoke. ‘I have
revealed my daughter to you all as a sign of my trust
in the empire. She has taken the blessings of Erissa
and knows the Heart of the Sun. She shall be married
to a mortal man, if a mortal man can pass the Tests |
set for him, and that man shall be my Heir. My empire
shall know a Great Contest to find the one who will
ascend these ten thousand stairs when | have changed
my form once again to become a True Dragon, so that
I might rule Heaven as Yelm’s wisest, most infinite
counsel’

Raibanch Now

The Golden Dragon has allowed every tradition of
the empire, and all Murharzarm’s Laws, to remain
unbroken in Raibanth and beyond. It has called for
one simple thing: for every man, woman and child in
the empire to acknowledge its place as emperor and to
serve it as they would any mortal emperor.

The Nobles who had been defeated in the great battles
with the EWF have had their lands and stations restored
and Raibanth has been given back to the people. The
Golden Dragon remains curled around the Imperial
Footrest, but it has taken human advisers from both
the Nobles of Dara Happa and the most learned of the
Golden Dragon Society. The temples of the Celestial
Court, in the Imperial Footrest and outside it, know
a greater glory than they have known since the reign
of the emperor Khordavu. There is greater prosperity
amongst the people and the Associations are wealthier
than they have ever been. Dara Happa’s mundane
business thrives and Raibanth is firmly at its heart,
watched over by the Golden Dragon Sun and his
mixture of Dara Happan and Wyrmish disciples.

Sharmanasthar, the Golden Dragon’s daughter,
resides in the fifth tier of the Imperial Footrest,
mid-way between her father’s seat and the reality
of Dara Happa. She is as modest and dutiful as any
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Dara Happan woman even though she was not born
of the empire and is a demi-god; she has no cult and
exercises no power, but Dara Happa’s womenfolk
accept her presence without question and, from across
the empire, men have come to take the tests that would
see them secure Sharmanasthar’s hand in marriage.
All have failed. Some — many - have died, and their
names and likenesses have been carved onto the
Husband’s Wall on the fifth tier of the Footrest. But
Sharmanasthar remains unmarried and no one in five
years has come forward to take the tests of the Golden
Daughter Contest.

|Lokascuman and che Culcs
All power emanates from the Imperial Footrest. In its
tiers are lodged the priesthoods of the following gods:

Antirius (Imperial Shrine)

Dayzatar (Imperial Shrine)

Dendara (Major Temple)

Golden Dragon (Emperor/Personality Cult)

0O 0 00

o} Murharzarm (Imperial Shrine)
o} Obduran (Transcended State Aspect; an EWF
cult and a major shrine)

o} Oslira  (Blue Dragon, Imperial Consort
Aspect)
o} Polaris (Imperial Shrine, Dragon Star aspect)

o} Raiba (Major Temple — Raibanth’s city god and
son of Murharzarm)
o} Yelm (Draconic Aspect, Major Temple)

The priesthoods for the Footrest temples and shrines
live, worship and work in the first tier of the ziggurat;
the temples and shrines occupy the tiers above and are
spread throughout the ziggurat with the temples of Yelm
and the Golden Dragon occupying the highest reaches.
The Golden Dragon administers the entire priesthood
via the word of Lokastuman, who was the Half Citizen
summoned to the seventh tier of the ziggurat during the
Golden Dragon’s taking of the Ten Tests.

Lokastuman was born a humble man but his ascent
to power within the ziggurat has been rapid. Raised
up from lowliness by the Golden Dragon emperor
Lokastuman is now privy to the emperor’s thoughts and
feelings, and has been given the title of ‘Single Voice
— High Priest of Imperial Antirius, First Dragon Scale’.
His position represents the complete amalgam of
Antirius and draconic wisdom. His vestments are of the
finest materials and within the ziggurat his word is law,
since it emanates from the mind of the emperor and not
his own. Lokastuman dictates the directions of worship
and teaching not just for the Imperial Footrest but for
the whole of Dara Happa. He holds status not just in the
Solar cults but is also deeply initiated into the draconic
beliefs of the EWF. Studying the teachings of Obduran
the Flyer at the knee of the Golden Dragon itself, he
is thoroughly indoctrinated into the mysticism of the
EWF but maintains strong beliefs and direction in the
Solar gods. He is happy for the countless priests below
him to administer to the Solar gods in the traditional
ways and offers scant direction, save in those matters
that require the intervention of the emperor. All the
priests answer to Lokastuman and he alone has the right
to appoint and remove priests from office. He strides the
ziggurat with unconcealed authority, draped in robes of
draconic gold, clutching in his right hand the Staff of
All Words, made for him by the Golden Dragon, and,
in his left, a bag of purple cloth that is secured to his
belt by strands of silver chain. The Staff is valuable but
a symbol only; the bag, however, contains the heart and



eyes of Urvanyar, taken by the Golden Dragon when it
defeated him in battle.

‘Che Imperial Coure and che

Gotden Oragon Sun

Quite separate from the Associations and daily
administration of the city, the Imperial Court occupies
the Imperial Footrest tending to the high affairs of
the empire and the specific directions of the emperor,
as articulated through Lokastuman. The Imperial
Court consists of advisers, emissaries, high priests,
Wyrmfriends, and the leaders of certain Associations
that are considered to be in favour with the emperor.

It is an eclectic mix, threaded with cliques, private
agendas, petty rivalries and attempts to rise in esteem.
In the reign of any other emperor the Court would be
more clearly structured and less prone to politicking
and social ascent, but this is the Imperial Court of a
dragon, not a human emperor.

Yet the Golden Dragon is not a True dragon. Despite
its appearance and undoubted power, the Golden
Dragon was once a human mystic, Hurarbargarten, of
mortal nature, and tied to his mortality like any normal
human. In the earliest days of the Golden Dragon
Society Hurarbargarten founded the Yelm Dragon cult
which was popular under the emperor Elmexdros and
many flocked to its worship, elevating Hurarbargarten’s
standing in the Eternal Dragon Ring and leading
directly to his ability to assume his own draconic
aspect. However, Hurarbargarten’s transcendence is
only partial, like that of every member of the Eternal
Dragon Ring. The Golden Dragon represents the
potential of the draconic path, but not its entirety. In
its mind are the thoughts of a human, albeit bent to
higher concerns and enlightened, to a degree, to the
nature of the cosmos.

The Golden Dragon can perceive, but not enter, that
peculiar realm occupied by the True Dragons. It can
see the Hero Plane and the Gods Plane but cannot
reach either without the continued use of magic and
deep philosophical contemplation. It is tied to the
mortal realm and is therefore vulnerable; it wants to
become a True dragon but, as long as it concerns itself
with mortal requirements, such as the pursuit of power
(no matter how great that power might be) it will be
forever a symbol of draconic potential without ever
achieving that ultimate capability.

This vulnerability is therefore manifest in the Imperial
Court and those it chooses as its advisers. The
Golden Dragon gives the impression of being close
to Yelm but it is an illusion, just as its completion of
the Ten Tests was an illusion. Illusions are powerful
things because they deceive the mortal senses and
instil wonder and awe where, really, disappointment
should exist. The Golden Dragon has been supremely
successful in the illusions it creates and this is why
it stole the heart and eyes of Urvanyar, because that
particular mortal could not be deceived. Karvanyar
possesses his father’s insight. He does not see a True
Dragon, as does everyone else; he sees a facade of
power and knows it is inherently weak. That weakness
will be exploited and the Golden Dragon Sun senses
this, but even in draconic form it is limited in what it
can do. To pursue a single mortal personally would
be to expose its facade to the entire world, and so the
Golden Dragon must continually act through mortal
agents, articulating its will in subtle, veiled ways to
maintain the impression of greatness.

Che Oesign or che Cicy

Raibanth follows the course of the Oslir River, but it is
the river that conforms to Raibanth’s topology, and not
Raibanth that is constrained by the river’s course. The
Oslir forms the natural eastern defence for the city,
making a wall unnecessary. As the goddess Oslira is
bound to Yelm’s service, she is therefore bound to
Raibanth’s defence. The Oslir flows wide and deep
along the eastern side of Raibanth. A large, lozenge-
shaped island is home to Oslira’s temple and ferrys
and small boats play the length of the river moving
goods and people up and down the city boundary.

Thick stone walls border the city on the northern,
western and southern sides. The walls are twenty five
metres high, made of thick, yellow stone and crenulated
along their length. Five main gates punctuate the walls;
the North and South gates open onto the Processional,
the divine thoroughfare of the city, whilst the three gates
of the west wall offer more traditional entry to the city.
A sixth gate, on the eastern side of the city, marks the
territory of the Sagittus temple and is a ceremonial show
of strength rather than a much needed walled defence.

The walls mark the Inner City; the regions where the
Associations and Nobles of Dara Happa hold sway.
Beyond the walls, surrounding them on all sides, is
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the Outer City — a mixture of simple houses and slum
dwellings where Citizens, Half-Citizens and foreigners
dwell. Here the streets are narrowed and cramped,
noisy and dusty, but comparatively safe. This contrasts
with the four quarters of the Inner City where grand
houses of marble cluster around peaceful courtyards
filled with fountains and lush gardens.

The Inner City operates on the Murharzarmic tradition
of quarters, even though the quarters do not form
perfect squares any longer, owing to centuries of
expansion by successive emperors. In length the Inner
City is 1,100 metres (or ‘kets’ as Dara Happans know
the measurement) and its width fluctuates according to
the course of the river.

And, at the centre of Raibanth’s Inner City, surrounded
by a circular open area, paved with marble, is the
Imperial Footrest, Selshena, spiralling upwards to
Heaven and culminating in the Throne of Heaven, from
which Dara Happa’s emperors can see the whole of
Glorantha. The Footrest captures the eye and holds it;
its dizzying rise dominating the skyline and dwarfing
all around it with its majesty.

(Dajor Cemples

The temples of the major gods of the Solar pantheon
are carefully placed within Raibanth, reflecting their
place in the celestial court. Minor shrines are scattered
across the city, but the central temples, emulating the
glory of the Footrest, are as described here.

Buserian

Located in the north west of the city, and precisely
equidistant between the North Gate and the Imperial
Footrest. The Buserian temple is under the effective
control of the Buserian priesthood in Yuthuppa,
but its observatory at the top of the ziggurat is one
of the finest in Dara Happa and the astrologer seers
ostensibly work for the Oslir River Union, advising on
auspicious celestial configurations cross-referenced
against the huge, brass-plated Almanacs of Zhar which
lend insight to any and all questions, based upon the
movements of the stars. The gout-troubled, pock-
marked hunchback Ranethiyus leads the astrologer
seers and is considered to be the best who has ever
lived — possibly even being a direct son of Buserian.

Dayzatar

Located close to the north gate in the city’s north
west, the Dayzatar temple is enthralled to the Imperial
Footrest and the Golden Dragon Society. Its High Priest,
Mutheculus Tiedtongue, spends long days in study and
contemplation, trying to forge an insightinto the draconic
relationships Dayzatar must embody; he remains to be
convinced, and this frustrates him because, of all Yelm’s
brothers, Dayzatar’s nature is the most logical, in mythic
terms, to conclude. If Dayzatar does possess a draconic
aspect, it should be easy to reconcile, and the Golden
Dragon emperor’s presence is clear proof of that — yet
something conclusive eludes Mutheculus, and so he is
an unwilling sceptic, occasionally swayed by rambling
missives sent by Lokastuman, but ultimately defied by
a lack of mythic evidence.

Dendara

Dendara’stempleislocated inthe Imperial Footrestwhere
it is a series of impressively tiled rooms of shimmering
blue, green and orange, bas reliefs of Dendara’s service
to Yelm lining the walls, floors and ceilings. The entire
temple exudes calm; even the angriest person feels
relaxed as they stride through the temple’s halls. Sweet-
smelling incense and vast urns filled with freshly cut
flowers complete the sense of serenity and peace.

Lodril

Lodril’s temple resides outside the walls of the city
because Lodril himself resides outside Heaven. In
Raibanth, Lodril is worshipped in his aspect of earth-
shaker, heralding the approach of Dara Happa’s armies
by causing the ground to rumble and split around the
defences of the enemy. His temple is a crude (by Dara
Happan standards) ziggurat of red earth and ochre
tiles, surrounded by the simple dwellings of his most
devout and faithful worshippers. The earth around
Lodril’s temple is rich and incredibly fertile; any plant
of any kind prospers here, and Lodril’s worshippers
maintain small gardens of diverse fruits, vegetables
and flowers with which to sustain themselves.

Lokarnos

In the south west of the city the Lokarnos temple and,
before it, is the Great Market. The temple is a grand
ziggurat of pale stone and jade tile, adorned with the
wheel motif of Lokarnos and under constant visitation
for merchants and tradesmen hoping for Lokarnos’s
blessing and favour.
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Murharzarm

The temple of the First Emperor is within the Imperial
Footrest and is sacred to the emperor and the Imperial
Court. Countless smaller shrines are found throughout
the city, but the central temple is naturally located within
Yelm’s glory. The temple is, on the face of it, a simple
series of narrow rooms adorned with countless carvings
of Murharzarm’s myths and deeds. But, behind many of
these immense, stone friezes are ten secret rooms known
only to the priesthood and a select few. Each secret room
contains one of the huge, bronze, gold and iron-bound
books written either by or for Murharzarm. Each book
contains the First Emperor’s wisdom and knowledge;
every law and rite that Murharzarm received from Yelm
and put into practice to forge Dara Happa. Only the
most devout may study in these secret areas; only those
most faithful to the current emperor are allowed to ever
know of their existence.

Oslira

The Oslira temple is an impressive five tiered ziggurat
standing on the river island in the north west quarter of
the city. It is reached by a ferry crossing the river between
Ferrytown and the Inner City, pausing at the temple.
The entrance to the temple is flanked by two sphinxes
with serpent heads of blue marble and gold quartz,
representing the union of Oslira and Shargash as the
warrior-mother of Land and Water. The temple is built of
alternating blocks of yellow sandstone and blue marble,
bronze friezes depicting Oslira’s myths fastened to the
bottom tier of the temple. The observant notice that,
when the reflected rays of the Imperial Footrest strike the
Oslira temple, every representation of the goddess stirs
and flows around its brass panel, as though attempting to
hide from the light. This is not, as some believe, Oslira
demonstrating her obeisance to'Yelm, but a direct reaction
of the temple to the draconic influence infused into the
reflected sunlight. Oslira has no wish to be enthralled to
the Golden Dragon and her representation, even fixed in
bronze, attempts to flee its influence.

Raibamus

The great statue of Raibamus, Murharzarm’s son and
god of the city of Raibanth, stands on the south west
quarter of the city, a twenty metre-high carving of
this most perfect of Dara Happan men. In the plinth
supporting the statue is the simple temple that few,
these days, frequent.

The statue of Raibamus always faces in the direction
of the city’s next threat; in the time of Dismanthuyar
it looked to the south, where the armies of the EWF
gathered. These days, many have noted, the statue
faces towards the Imperial Footrest itself, sightless,
but all-seeing eyes, watching the form of the Golden
Dragon emperor intently.

Sagittus

By rights Sagittus is the city god of Elempur but,
disembodied from his city he resides now as one of
the city’s defenders. The Sagittus temple and barracks
is located on the eastern road close to the eastern
gate where the faithful archers of Raibanth command
excellent views around the city.

Shargash

The basalt ziggurat, made from stones brought north
from Alkoth, stands at the south gate of the city, on the
eastern side of the road, mirroring Alkoth’s geographical
orientation with Raibanth. The temple is a gloomy
place that seems to absorb the light of the Footrest but
not reflect it. As the Sagittus temple guards the east
and north of the city, so the temple of Shargash guards
the south and west; but it does so with Hellmen and
the grim-faced, black-armoured warriors of Alkoth’s



Elevens. Those who do not worship Shargash (and there
are few of these in Raibanth) give the Shargash temple a
wide birth. Its bleak, dark stone is painful for true Dara
Happans to gaze upon, unless they have lived in Alkoth.
And, as many suspect, the ziggurat of Shargash is, in
reality, a section of Hell transplanted to the overworld,
but tamed by being in the presence of Yelm’s radiated
glory from the Footrest.

Urvairinus

The final guardian of the city is Urvairinus. His temple
stands by the city wall and guards the south west gate.
The ziggurat is both a place of worship and the barracks
of the Association of Holy Swords, which runs the
affairs of the south west quarter. The temple adjoins
the city wall, merging into the stones so seamlessly
that the temple and barracks structure appears to grow
from Raibanth’s defences. A marble and bronze statue
of the great Urvairinus stands watch over the courtyard
before the ziggurat, his spear pointing threateningly
towards the south.

‘Che Associacions oy Raibanch

Each quarter of the city is in the shadow of the Footrest
but always bathed in the rays of the sun. Each quarter
is governed by a single Association although other,
smaller, associations operate under the aegis of the
chief Association.

North West Quarter

In the north west quarter the Golden Dragon Society
controls all. No other Associations are permitted to
operate there, although emissaries and advisers may
come and go freely and there are no restrictions on
trade. Those who have converted to the draconic
path may join the Golden Dragon Society and find
station within it, but ultimately the Society answers
not to the Golden Dragon emperor, but to the Eternal
Dragon Ring. The head of the Golden Dragon Society
is Khorvanathu Talon Son, an apostate priest of
Dayzatar but now given completely to the draconic
path. His mind is bent into complex angles defying
logic and with this incredible intellect he co-ordinates
the activities of the Golden Dragon Society across
Dara Happa. He communes with the Eternal Dragon
Ring, meditates at the shrine of Obduran in the
Footrest, and takes audience with the emperor every
tenth day. He surrounds himself with many agents and
spies, so that he might know the empire’s secrets and

report these back to those who need to know them,
but ensures that he has first meditated on the nature
of the secrets and prepared plans to accompany their
revelation. All Hunting and Waltzing Bands at large in
Dara Happa are commissioned by Khorvanathu and
the information they acquire is channelled back to
him. His agents, servants, bureaucrats and bodyguards
occupy the north west quarter of the city and then
filter through the other quarters as their duties dictate.
Khorvanathu himself lives and works in the Golden
Dragon Society ziggurat at the centre of the quarter,
protected by a fierce cadre of Wyrms’ Talon Disciples
who act as his personal guard and were appointed by
the Eternal Dragon Ring.

North East Quarter

The north east quarter is administered by the Ten
Fold Fellowship. Consisting of ten Leagues, the
Fellowship brokers information and learning as its
foremost commodity, but ostensibly co-ordinates all
trade within Raibanth as its primary activity. Despite
its fundamental adherence to the Solar pantheon, it
maintains the status quo of the populace and has within
its quarter the public temples of Dendara, Lokarnos,
Raiba and Uleria. The Fellowship is responsible for
the civil peace of the city but not its protection. Its
League members are the ten great families of the
empire, which wax and wane but are, in the reign of
the Golden Dragon emperor, stable and united, focused
on gathering knowledge and controlling the well being
of the empire according to purist Yelmic teachings. Its
offices are within the temple of Lokarnos, which has
several underground floors safeguarded from prying
eyes and unsound minds, not least of which are the
agents of the Golden Dragon Society.

The Ten Fold Fellowship has representatives across
Dara Happa but its chief focus is on Raibanth and
Yuthuppa, closetothe Imperial heart. Itisled by the High
Council of Ten, the heads of the ten League members.
The High Council’s leader and foremost spokesman
is Berenavus the Remarked, a consummate diplomat
and expert on Antirius and Buserian teachings who co-
ordinates the workings of the Association through his
seven attaches. Berenavus is genial, wise and keyed
into the machinations of the Golden Dragon Society.
He views their rivalry as a great game with the Imperial
Footrest as the prize. However he knows perfectly
well that direct antagonism of the Wyrmfriends would
be to threaten Dara Happa’s ultimate stability and so
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he is keen to foster good relations and maintain the
appearance that the Ten Fold Fellowship is nothing
more than an esoteric society with the capability of
good governance and service to the Golden Dragon
emperor. Whilst he wants to see Dara Happa restored
to Dara Happans in its entirety, he is cautious when
it comes to notions of open rebellion. Dara Happa
has suffered defeat at the hands of the dragons once
already and further war with them would be disastrous
for the empire’s long-term harmony.

South East Quarter

The Oslir River Union, based in Elz Ast, governs
here, dealing with trade between the major cities of
the empire. Its work is supported by six smaller trade
Associations, including the Quarters’ Association,
which strengthen its position and assist in channelling
communications up and down the river. Its leader is
Cuthanyar Ironsun, leader of the Ironsun League of
mercenary traders that offer protection to all vessels
plying the Oslir’s course. He is fundamentally opposed
to draconic rule and, if he did not occupy such a high
position, would make trouble for the EWF; indeed
he did just this in Elz Ast and was duly removed to
Raibanth where the sheer presence of the Wyrmfriends
keeps him in check.

The seven Associations based in the south east quarter
work closely together and closely with the Ten Fold
Fellowship. They try to limit direct dealings with the
Golden Dragon Society to an absolute minimum,
using the Ten Fold Fellowship to broker on their
behalf whenever possible. The Oslir River Union
bases itself in the Oslira temple and all Association
business is conducted there under the watchful gaze of
the immense Blue Serpent statue that hangs from the
ceiling of the third tier of the ziggurat. Also located in
this quarter are the temples of Buserian and Dayzatar.

South West Quarter

Controlled by the Association of Holy Swords, the
quarter is dominated by the garrison which watches
over the Processional and the main gate to the city.
The Association of Holy Swords is dedicated to the
joint worship of Murharzarm and Urvairinus; it
consists of four martial Leagues, each specialising
in a particular method of combat but content to cede
overall control to the generalship of the Association’s
guiding council.

The Holy Swords are sworn to protect Raibanth and its
emperors. They claim to be above political concerns and
focus exclusively on promoting the city’s security. The
Holy Swords are, essentially, the army of Raibanth and, if
Dara Happa needs to unite to fight a common enemy, the
Holy Swords are responsible for mustering all the other
martial Associations throughout the empire to form the
Dara Happan army — a task requiring both diplomacy
and freedom from any overt political leanings.

It is a relatively young Association, formed from
those Nobles who fought the Golden Dragon before
it became emperor, but consider Raibanth’s seat as the
holy city to be above mundane politics. Each head of
its four Leagues has sworn to the emperor to protect
the city at all costs, but, crucially, none has sworn to
necessarily protect the emperor. For this reason the
Association of Holy Swords appears to be truly neutral
and it takes great care to act without any bias towards
either EWF or pure Dara Happan political interests.
Its members focus on the veneration of Murharzarm
and Urvairinus, honing their combat skills in regular
displays of prowess in the immense courtyard of the
garrison and patrolling the city walls decked in their
fine helmets and breastplates of polished bronze with
kilts of deep purple and midnight blue.



The four Leagues of the Holy Swords are:

o} House Mhujir — descendents of the Sagittus
worshippers of Elempur and masters of
archery

o} House Yutharic — spear and shield masters,
their shield wall has never been broken

o} House Oajinn — swordsmen and philosophers,
experts in the Straight Blade technique of
Urvairinus

o} House Jennesus — charioteers and experts with

sling and javelin

The Association sprawls across the entire quarter,
spilling out of the barracks and into the residential
areas where each League has its own House base.
Holy Sword members consider themselves an elite
and behave with appropriate arrogance. Of all the
Associations in Raibanth they are the only one to
cross Association boundaries freely as they patrol the
city and parade through its streets, regular displays of
military finery demonstrating Dara Happan military
discipline at its best.

The south west quarter is home to the temples of Lodril,
Polaris and Yelmalio. Lodril is worshipped in his aspect
of earth-shaker, heralding the approach of Dara Happa’s
armies by causing the ground to rumble and split around
the defences of the enemy. Polaris, worshipped from the
summit shrine of the Murharzarm ziggurat, guides the
strategies of the Holy Sword commanders by outlining
his plans in the movements of the stars. Yelmalio, Yelm’s
son, is worshipped in his aspect of youthful warrior, and
his cult is that of all young members of the four leagues
as they learn the discipline necessary for a fully-fledged
Dara Happan soldier.

The rest of the quarter is residential. Nobles, primarily,
but also prosperous Citizens and Newcomers who have
earned themselves the patronage of the Imperial Court.

Oucer Raibanch

The city of the Citizens and Half Citizens sprawls
along the eastern bank of the Oslir, south of the
Sagittus temple. Here life goes on as it does in every
other Dara Happan city, even though the outer streets
are in the all-encompassing shadow of the Imperial

Footrest. There are stores, workshops, inns, taverns
and local shrines. A few Nobles have property in the
outer city to maintain their influence, but otherwise it
is the realm of the common people. This is a city of
minor Leagues and Associations, mundane intrigues,
simple plans and humdrum daily life. Like Elz Ast
in the far north people from Kostadi, Rinliddi and
Darjinn come to trade and work amongst the native
Dara Happans.

Wyrmfriends and Dara Happan Golden Dragon
Society converts live, work and play alongside the
traditionalists. Life is settled now, three decades after
the upheaval that brought the Golden Dragon to power.
Life is good in outer Raibanth. Its position at the
heart of the empire is secure and the dragon emperor
a constant, visible sign of this security. Stirrings of
rebellion are confined to the odd muted comment in
the corners of taverns and inns, quickly hushed when
those concerned realise that to return the Golden
Age of Dara Happa a dragon must be killed. Almost
all believe this to be impossible and, underlying the
thoughts of insurgency, there exists a tacit acceptance
of how things are and what would be lost if the Golden
Dragon was removed from its seat of power: security,
stability and the compromise between the Solar and
draconic ways.

Ten Tests Passed (Dragonewt City)
The city of Ten Tests Passed appears to be a far more
traditional dragonewt colony. Carved into the hills
overlooking the route between Yuthuppa and Elz Ast
it is a settlement populated primarily with Beaked
and Crested dragonewts with only one Noble and one
Ruler. The Ruler slumbers in the deep chambers of the
new city whilst the Beaked dragonewts excavate and
build in the hills around it. The Crested dragonewts
scour the hills and uplands for stones conforming to
particular geometric properties known only to them
whilst undergoing their Orxilius meditations. The
Noble dragonewt, Thal’raana, simply spends its time
conveying the Ruler’s dreamed orders and has little
time for interaction with non-dragonewts.

The colony is given over to receiving those dragonewts
returned to the draconic path in New Gold Dream.
It has a new clutch of birth-eggs in the chambers
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Che Processional

‘Coming from a simple cify like Darleep I was unprepared for fhis majesfy. Firs/. fhe fowers on each side of the
oufer gate, huge and regular with their fiered bafflements and the gleaming figures of armoured Holy Swords
wafching ouf for this greaf cify’s safefy, their spears gliffering in the sun. I sfafed my name fo the commanders,
presenfed my lineage and then my business, and waited pafienfly as my refinue did the same. ‘Go with the
grace of Yelm and his Dendara,” said the commander, his beard smelling of sweef oils, fhreaded with warrior
rings, ‘and fread lightly. You may worship af any of the shrines thaf you will see along your path and all our
gods are represenfed here. In doing so you presenf your respedfs fo the cify and the Celesfial Court.”

1 thanked him and we followed the path through fo the inner gafe where fwo larger fowers flanked our
progress. If was shaded and cool in that inner gafe, the blue and gold files of the buildings decorated with
images of Mosf Holy Yelm and his fen brothers and sons and, above them, efched in a relief of gold, images
of the Dragon, the sun anoinfing ifs head like a diadem. We paused fo prepare ourselves and some of my
enfourage could barely confain their excifement af finally, finally enfering the greafest cify of the enfire world.
I drew myself yp, adjusted my hat and led my people forward through the archway.

My breafh was sfolen.

Colden light spilled across fhe broad avenue before me. Yellow and whife sfone rose fo ejther side, so brilliant
in ifs splendour thaf if hurt my eyes and I was forced fo shield them. On both sides were plinths of sfone, as
large as any building, and afop them a sfafue fo one of the gods. The lesser godls were firsf, of course; Surenslib
and Yesfendos, Heron and Boaf Builder, facing each other, heads bowed in the glorious grace of Yelm’s holy
light. Their sfatues dwarfed us, and all around people filed info and ouf of the shrines builf info each plinth.
Durbaddath and Sagiffus followed, Sagiffus with his immense bow and sorrowful counfenance. We walked
slowly, freading as lightly as fhe commander had asked of us, and I gave fwo of my people permission fo offer
prayers af the shrine of Selshena.

The gods greefed us. I could imagine how Yelm musf have felf as he descended fo fhis most holy kingdom,
the gods giving thanks fo him as fhey seemed fo give thanks fo us as we frod fhe Processional. All around was
marvel and grace, and I knew peace in my heary, buf if was only when I dared fo pause and fruly survey fhis
greaf iy that I sensed fhe frue might of Dara Happa.

As the plinths of the godls confinued I realised that before us was the lowest parf of the Foofrest. I had faken if
for just another wall of the inner cify, buf now I realised that these were the very fiers of empire. Larger than
the oufer walls of any cify, that first fier of gold and whife sfone seized my affenfion and would nof release i
I craned my head as far as I could and sfill I could nof see the Foofrest's summit. Either the light from above
was foo bright or if was foo high fo perceive, buf I know that the Foofrest ascends info heaven and here was
1 amere morfal, wifnessing fhis for the very first fime. I allowed myself fo weep then, because I knew thaf if I
fried fo confain my wonder any longer I would bursf. Around me ofhers were doing the same; some fhrew
themselves fo the floor and remained prosfrafe unfil their aching knees forced them fo sfand once more.

We confinued along, passing the shrines of the Gods of the Earth: Oria and Everina wafching us; greaf
Gerendetho, a spear of granife in one fifanic fist. sfanding proud and reverenf in the Foofrest's shadow. 1
formed my own prayers in fhe shrine of Morkarfos, for as the leader of my parfy I knew if wise fo thank the



Foreman of the gods for bringing us safe fo Raibanth. My prayers finished I enquired of the priest how fo find
the house of the Quarfers’ Associafion and he insfrucfed me fo follow the Great Bridge fo our right. and fo look
for the femple of Buserian and then follow ifs shadow sunwise. I thanked him and sfepped once more info the
light, faking my place amongsf the ranks of godss, sfanding in the shadow of Yelm’s almighfy femple, bathed
in his light and grace.

Something moved across the fiers of the ziggurat. Something large and something for which I was wholly
unprepared. I knew if was fhere, of course, buf the wonder of the Processional had blindedme fo ifs exisfence.
A greaf fail, golden like the sun, scales as big as shields, shiffed and then seffled. Above if was the huge
musculefure of a leg, andmy eyes followed ifs crooked length unfil I could see fhe vasf clawed foof. resfing on
fthe second fier. A claw that gleamed pure whife and was sharp enough fo sunder enfire armies. I was gazing
on fhe form of the Emperor himself. The resf was hidden from view by the sharp angles of the ziggurat, buf
this was enough for me and I was forced fo averf my eyes. I could not, and did not. wanf fo gaze any longer
on thaf immense creafure for fear of my heart, eyes and soul being capfured forever.”

- Yuthunyar Firefrader. Noble Merchanf of Darleep, on his first visif fo Raibanth.

surrounding the Ruler although the first reincarnations
are not expected for some time. The regime here
is strict, ensuring no dragonewt will fall from the
draconic path ever again. Some of the Crested
dragonewts that migrate up from New Gold Dream are
strangely deficient in the basic dragonewt instincts and
Thal’raana is having to spend time ensuring they fully
understand the needs of Orxilius so they might pursue
the draconic path with dedication and rigour.

Outsiders, unless they are dragonewts, are not welcome
in Ten Tests Passed. Beaked dragonewts wielding klanths
and riding demi-birds quickly drive away the curious
and the lost. The settlement has gained an unhealthy
reputation amongst the human settlements scattered
along the Yuthuppa/Elz Ast route and they are fearful of
some wyrmish plot to devour the entire region.

Yuthuppa

Yuthuppa means ‘Ship of God’, and that is what the city
was. In Anaxial’s reign, when the great flood engulfed
the world, the emperor built the great ship that saved
the good and just of Dara Happa and brought them
to safety. After the flood, Yuthuppa was the capital of
Dara Happa for a long time, and its decks and rails
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were disassembled to form the walls and buildings of
the city that now occupies the Mound of Herustana,
overlooking the Oslir from the east bank of the river.

Yuthuppa confirms to the sacred design of Dara Happan
cities. At its centre is the ziggurat, named the Tower
of Yuthuppa, and at its summit is the great dome that
was built by the emperor Manarlavus who sought to
enshrine Antirius as its celestial emperor. In reality two
gods were enshrined: Antirius, who had to be coaxed
into accepting this as a seat of wisdom, and Dendara,
who helped protect the city from the army of monsters
that threatened it whilst Antirius was absent.

Yuthuppa is thus the city of Gods. It is also the city of
the Star Seers who, from the Tower of Yuthuppa, used
the patterns of the stars to identify the gods and their
actions, and wrote these patterns into almanacs made
of brass and bronze. Through observation and record
the Star Seers identified the First Forty Nine gods;
those gods that could be relied upon to be present in
the night sky at all times, and so were wholly loyal to
Yelm. Temples to each of the forty nine were raised
in Yuthuppa and the priests and astrologers conduct
worship in them still.

But most worship is given to Buserian, who was
foremost of the stars and gave the Lore of the Stars
to the Star Seers. Yuthuppa is located directly beneath
the Pole Star which is fixed in the sky dome and
around which all stars dance. Buserian’s Frame is the
name given to the circular grid that all Star Seers use
to track and record the patterns of the stars, and, over
time, Yuthuppa’s streets have been altered to reflect
the Frame with the many temples being built on the
appropriate intersections. Yuthuppa’s earthly presence
reflects the celestial dance perfectly and, as such, is
the home of all Dara Happan wisdom and lore because
it mirrors the perfection of the cosmos.

The Holy League of Scrutiny

Every League of Yuthuppa is allied with a god, a star
and a position in the celestial dance. The Leagues
form the Holy League of Scrutiny, which is concerned
with the continued interpretation of the movements of
the heavens and how the stars influence events across
Glorantha, not just Dara Happa.

The Leagues do not have names but numbers. The
First League, for instance, studies and venerates
Polaris, Star One; the Fourth League studies Oropum,
Star Four, the Goddess of Guidance. Each League is
expert in the myths and movements of their star and
understands the interrelationship with the other stars.
The wisdom and learning of the League is enshrined
in its almanac, and the Leagues are protected by the
Star Spears of Alkoth, Shargashi mercenaries who
have been employed to protect Yuthuppa since the
days of Anaxial. Every League’s house is protected
by ten Star Spears who, whilst loyal to Shargash, are
perfectly loyal to the wisdom of the stars.

Astrological and religious activities are inseparable
in Yuthuppa. The Star Seers dominate all activity and
religious ceremonies are conducted according to a
mixture of Antiric and Buserian precepts. To study
the stars is to study the gods and vice versa. The
Yuthuppans have learned much about Dara Happa’s
gods through the study of the Sky Dome and have been
able to develop a certain degree of prophecy through
the accurate forecasting of the movements of certain
stars through the various radials, quadrants and houses
of Buserian’s Frame.

The EWF is somewhat sceptical of the Star Seers’
work. Draconic cosmology dictates, quite literally,
that the stars are a fraction of the scales upon the
hide of the Cosmic Dragon and this allows them to
plausibly argue for the draconic nature of the Solar
pantheon. However the Star Seers, and especially the
adepts of Buserian, dismiss the draconic parallels,
pointing to the unpredictability of the dragonewts that
have congregated in and around Yuthuppa as proof
that the draconic system of belief is erratic. The stars,
they maintain, move according to a complex pattern
because that is how Yelm has ordered the universe. Any
relation to draconic patterns is purely coincidental.

As a result, the Golden Dragon Society has scant
representation on Yuthuppa although its spies and
agents keep careful watch on the discoveries and
theories of the Star Seers. Astrological study is no
match for enlightened insight, but, as the EWF is all
too aware, the relationship between Dara Happans
and the Solar pantheon is incredibly strong, and all



information, no matter how it has been obtained, is
important and essential.

‘Cemples m Juchuppa

Over fifty temples are found in Yuthuppa, ranging from
small, street-side shrines through to the major temples
held within the Tower of Yuthuppa’s ziggurat. Any god
on the Gods’ Wall that has a sky dome representation
(in other words, is a star) has a shrine of some form in
the city. The major gods are, naturally enough, fully
represented with attendant priesthoods: Yelm, Antirius,
Dayzatar, Lodril, Shargash, Lokarnos, Buserian and
so forth. The entire third tier of the Tower is dedicated
to Buserian, much of which is the Buseric Library, a
curious mixture of reading room, book repository and
temple where ardent scholars study, write and pray in
almost complete silence, watched over by the Arch

Scholar Pulendemos Nightfever, a short-sighted but
sharp-minded individual who is both chief librarian
and high priest of the Buserian cult.

Whilst the study of the stars predominates in Yuthuppa the
city’s origins are not neglected. The Temple of Anaxial
venerates the old emperor as Dara Happa’s saviour from
destruction when the great flood swept away all that was
corrupt in the world. The temple resembles a great reed
boat shaped in stone, stylised waves of marble carrying the
structure through the streets. Within the temple follows the
deck plan used by Anaxial, the walls of each floor depicting
the Roster, which, in a fabulously ornate frieze, shows the
order of boarding of every person and creature taken on
board the ship as Oslira’s fury raged through the empire.
Animals, benign monsters, demi-gods, gods and humans
are represented. The very last figure of representation
is Anaxial himself, being carried into the boat by Yelm,
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Che Sky Oome of Glorancha

Day and Night

The length of day and night varies, depending upon the time of the year. Days are longer and warmer
in the summer, and the sun itself is brighter, being at its brightest on the Solstice. Nights are longer and
colder in the winter, and the sun is dimmer.

The Sky Dome’s Movement

The Sky Dome moves in a direction called Domewise. Looking upwards at the Sky Dome from the
surface world the stars rotate from the east to the north, from north around the west, from west to south
and then south to east. Observing any single star throughout the course of a night, it would move around
the sky in a dome-wise direction. In the course of the year, the Dome makes one complete dome-wise
rotation. Each night at sunset, the stars are slightly dome-wise from where they the previous night.

The Sky Dome also tilts back and forth each year, along the north/south axis. Two unmovable hinges, the
Gates of Theya and Rausa, permit the Sky Dome’s tilt, and the gates have remained unbroken and immobile
since the world was first created. Each day the sun leaves Theya’s Gate and travels across the dome, setting
in Rausa’s Gate; at night the planets and stars do the same, chasing a similar course to the sun.

In the summer the dome dips to the north revealing stars along the southern horizon which are not visible
in the winter - these are the Summer Stars. In the winter, the dome tilts so that the southern edge dips

below the horizon, revealing the Winter Stars along the northern horizon.

seated aboard the Sun Throne, which became the boat’s
tiller. The Temple of Anaxial is a temple of great holiness
and a visit to its decks is considered essential by all who
come to Yuthuppa no matter what their business. In recent
years the Golden Dragon Society has requested that a
dragon be added to the great frieze but the High Priest,
Auranthyar, has resisted. None of Anaxial’s texts mention
dragons as part of the Roster. The Golden Dragon Society
argues this is because Anaxial was clearly a modest man
who had embraced his draconic aspect; Auranthyar argues
it was because dragons are the most corrupt of all species
and were beyond saving — words that are clearly heretical
to the Wyrmfriends.

The streets of Yuthuppa are thronged with the faithful,
the devout and the scholarly. Lectures on the movements
of the sky dome are frequently held in the public
auditorium in front of the Tower of Yuthuppa, and
scholars debate, argue and declaim on street corners,
in front of shrines, and in the small taverns serving the
weak, sweet reed tea the area is noted for. The weight

of knowledge and learning hangs heavily in the air;
passing into Yuthuppa one is immediately struck by its
scholarly air and the constant hubbub of discussion.

Che CUFL in Oara
Dappa

The Empire of Wyrms’ Friends has held a presence in
Dara Happa since the Golden Dragon Society found
its first foothold in the empire under the invitation of
Elmexdros, who sought to realise the Body of Yelm in
ways similar to the realisation of the Great Dragon to
Be. The Golden Dragon Society’s influence was, at first,
a subtle thing, based on genuine curiosity and mystical
enlightenment, but became gradually more forceful as
Dara Happans embraced its philosophical and mystical
methods. As its power consolidated, and the EWF
sensed that Dara Happa would become a crucial part



of the Great Dragon Project, more of its supporters
took root in the cities and its philosophical influence
became political, militaristic and forceful. When Dara
Happan emperors questioned the Golden Dragon
Society’s motives and teachings, it became expedient to
engineer either their abdication or annihilation. When
this policy was challenged by the likes of Urlikarelm
and Dismanthuyar, war became inevitable.

The EWF did not hesitate to summon forth the direct
intervention of its most powerful weapon — the Eternal
Dragon Ring and, faced with this fearsome draconic
onslaught, supported by Alkoth’s Hellmen armies,
Dara Happa was forced to capitulate, leading to the
Golden Dragon Sun ascending to the Imperial Footrest.
For more than thirty years Dara Happa has lived under
a combination of draconic and Solar guidance, with
the EWF acting almost as a benevolent dictatorship,
allowing a semblance of Solar autonomy through the
preservation of the old religion and the Association
and League structure.

Senior EWF mystics therefore occupy key advocacy
positions within the Imperial Court, surrounding
themselves with only those Dara Happans who have
loyally converted to the draconic path, whilst shaping
it in Solar terms. The populace is free to go about its
business as normal, although agents of the Golden
Dragon Society watch closely for dissent and stamp it
out with ruthless, zealous efficiency. Criticism of the
Golden Dragon is treated as a capital crime — as is
criticismofYelm’s Solar/Draconic duality which, asthe
Golden Dragon emperor proves simply by occupying
the Imperial Footrest, is Yelm’s true nature.

Dragonewts, unseen in Dara Happa since the World
Council of Friends, have built their own strange cities
along the banks of the Oslir and sometimes frequent
the streets of Raibanth where they pay homage to the
Golden Dragon emperor. Dara Happans regard the
dragonewts with suspicion and uncertainty, never
sure if the Eravssarr offer a threat or genuine proof
of the Golden Dragon’s divinity. The dragonewts
provide no answers and feel under no obligation to do
s0, although those Tailed Priests that act as speakers
for the dragonewt colonies offer their own, enigmatic
interpretations of Yelmic Lore which fascinate
Associations such as the Vital Words of Antirius. They

speak of Yelm the Infinite, citing his birth, death and
rebirth as precisely the lifecycle dragonewts follow.
Some dragonewts claim Yelm is, himself, a dragonewt
and the sun is his birth-egg. Others hurl curses at
Lodril for falling from the path to enlightenment and
seek to free him from his underground prison so he
might be reborn into a Crested incarnation.

Those members of the EWF who hail from elsewhere
in Glorantha pay lip-service to the ways of the Dara
Happan empire by affecting its modes of dress,
customised by their own, gaudy, draconic vestments.
Dara Happans who have converted to the draconic
way display their affiliations with greater subtlety,
incorporating draconic motifs into their League
dress codes, or plaiting their beards and hair into
the complex knotted arrangements introduced by the
Eternal Dragon Ring during Elmexdros’s rule.
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Che Creernal Oragon Ring

The general direction of the EWF is governed by the Guiding Council of Dragon Pass, but the ultimate
architects of the Great Dragon Project; the ones who truly represent the potential of the draconic path, are
those who form the Eternal Dragon Ring.

These individuals are students of the enigmatic Obduran the Flyer, the one mystic who has transcended the
mortal to become a True Dragon. His students have mastered some of Obduran’s teachings and manifest
incredible powers, including the ability to assume draconic form, but cannot, as yet, be considered True
Dragons. These Great Dragons of the Eternal Dragon Ring are the true powers behind the EWF. They shape
its strategies and, when necessity demands it, intervene in its plans, creating and commanding armies of
truly terrifying proportions wherever the EWF’s need is greatest.

Knowing that the conquest of Dara Happa would require the direct subjugation of gods, the Eternal Dragon
Ring involves itself directly in Dara Happan affairs. The Golden Dragon Sun is a member of the Eternal
Dragon Ring, as is Lorenkarten the Mile, who has made it his business to study and manipulate Oslira
from his base in Alkoth. Others have intervened in the wars that defined the present regime: Isgangdrang,
the Diamond Storm dragon and Lord Great Burin, the vomiter of armies. In their human guises they opt
for humble simplicity and graciousness — all the more beguiling for when dealing with those who are
embarking on the draconic path or who still need to be convinced of the journey. In their draconic form
they are formidable opponents but in terms of their mystical maturity, whilst being far ahead of anyone
else within the EWF, are still lacking the true insight to achieve full, draconic, immortality.

Isgangdrang

Known also as the Perfect Uprising, Isgangdrang charted the Right Left-Hand Path which is considered
the perfect, practical path for all humans to follow if they seek True Dragonhood. Isgangdrang is a highly
active member of the Eternal Dragon Ring, frequently to be found at large in Dara Happa. He maintains
human form and, whilst capable of achieving a draconic aspect, has never used it. Now that Obduran the
Flyer has transcended mortality Isgangdrang is considered the leader of the Eternal Dragon Ring and has
achieved the status of demi-god, being worshipped as Drang, the Diamond Storm Dragon.

Lord Great Burin

The Destroyer of Evil and Sorrow. The warlike Burin follows the Path of Unstruck Sound which eradicates
carnal and mundane desires in favour of pure draconic thought which is alien to the human mind. When
the God Learners sent their armies against the EWF in 111,842, Lord Great Burin assumed his draconic
form and swallowed the sorcerers’ spells, and then vomited up the EWF’s dead soldiers to crush the God
Learner forces decisively at the Battle of Derovan. Much of Burin’s time is now spent in deep meditation
in his secret sanctuary somewhere in Dragon Pass, but from time to time he walks abroad to seek new
converts to his Ten Step Path of Unstruck Sound.



Lorenkarten

Known also as the Above and Beyond and the Source of the Waters, Lorenkarten believes that all humans
can become dragons by starting small and working towards greatness — his Ten Step Path to Immanent
Mastery. Lorenkarten has a special relationship with the True Dragon Aroka, draconic lord of all waters,
and, as such, maintains a special understanding of Oslira. He is the foremost representative of the Eternal
Dragon Ring in Dara Happa (save for the Golden Dragon emperor) and currently resides in Alkoth where
he advises the Red King.

Obduran the Flyer

The Eternal Dragon Ring’s leader, Obduran achieved complete transcendence from mortality in 111,803,
when he assimilated the Absolute. All winds in Glorantha ceased on that day, leaving the world becalmed.
Wise beyond measure, Obduran spent two centuries in meditation, deep in philosophical discourse with
the True Dragon Arangorf, and so discovered the Orlanth Dragonfriend revelation (although the Yelm
Dragonfriend revelation has, thus far, eluded him). As a transcendent being, Obduran is worshipped as
a god in the EWF, and no longer has dealings with mortals directly, preferring to channel his thoughts
through the Eternal Dragon Ring.

Hurarbargarten

Leader of the Golden Dragon Society, Hurarbargarten became the Golden Dragon more than thirty years
ago after studying extensively in Raibanth and Yuthuppa. He engaged philosophers and scholars, Star
Seers and priests, in a bid to form the cult of Yelm the Dragon, even though Obduran had failed to prove
the Yelm Dragon Revelation. When it became clear that Dara Happa sought to rid itself of the Golden
Dragon Society, Hurarbargarten underwent his single Empty Riddle meditation and transformed into
the Golden Dragon, leading the EWF armies against Dismanthuyar and eventually becoming emperor.
Hurarbargarten has long since lost the will to resume human form, but his daughter, Sharmanasthar,
provides the essential link to his mortality.

Varankol the Mangler

Isgangdrang’s student, and a great hero of the EWF, Varankol is leader of the Aramites, a savage band of
boar-riding mercenaries from Tuskwood. He rides to battle on Gouger, a vast demonic boar, wielding his
twin axes, Hewer and Scraper. He is the cruel, vicious aspect of the Eternal Dragon Ring, epitomising its
ruthless inner heart, and is beyond the ability to transcend. However, for striking terror into the Middle
Sea Empire, he and Lord Great Burin are the greatest weapons of the Eternal Dragon Ring.
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OARA DAPDAN
CHARACTERS

Dara Happa Stirs is best played with Dara Happan
characters. The God Learners and Old Ways Orlanthi
do not have any influence in the mighty Dara Happan
Empire and neither would be chosen by Yelm to assist
Karvanyar’s destiny in overthrowing draconic rule.
Characters from Rinliddi and Saird are equally viable
for use in the campaign.

In this section Dara Happan character creation is
explored, expanding on both basic RuneQuest character
generation and the Dara Happan-specific sections of
The Players’ Guide to Glorantha. The next chapter,
Cults of the Sun, provides an expanded overview of
the Solar pantheon and forms a crucial section of the
development of rounded Dara Happan characters.

Oara Dappan
Society

Dara Happa is strictly patriarchal. All lineages can
be traced back to Yelm and the importance of males
in society is therefore divinely commanded. Sons
are favoured over daughters; brothers over sisters.
Women are essentially treated as commodities:
to marry two houses or families together; to bear
children (males, preferably); to tend the home and
hearth; and do the bidding of their fathers, brothers
and husbands faithfully, diligently and obediently.
The most prestigious occupations and social positions
are therefore occupied explicitly by males. Only a
man (and a nobleman, at that) has any intrinsic rights
to property. Only men may worship the key gods of
the Solar pantheon — women have their own gods
reflecting their place in Dara Happan society. However,
it is, perhaps, important to note that Dara Happans are
not inherently misogynistic. The various goddesses
(with the exception of Uleria) are held in the utmost
esteem, and Dara Happan women are loved deeply by
their men. But their social position is fixed by Yelm’s
divine law and that law cannot be transcended. Both

Jour Oara Nappa May Vary

The character creation guidance presented below
is geared towards male exclusivity. Despite
the obvious implications for sexual equality in
roleplaying, an authentic Dara Happan campaign
should be focused on men and the characters will
be male. Of course Games Masters may bend or
break this rule to promote female characters if
they wish but it will lack that true Dara Happan
authenticity.

men and women understand and accept this socio-
sexual delineation and are disdainful of cultures such
as the Orlanthi and the EWF, both of which accord far
greater equality to females.

Most Dara Happans are deeply urbanised. Every noble
lives within the walls of the great cities of Dara Happa
and the most prestigious and influential families reside
within the capital, Raibanth, and the second city,
Yuthuppa. The peasantry lives outside the city walls,
but close to them, and are viewed with an undisguised
scorn and disdain by all city dwellers, although their
necessity to society is not in question.

Oara Dappan
Culcure

Dara Happan civilisation is modelled precisely on the
mythical organisation of the Solar court, displayed for
all to see (and therefore beyond denial in its truth) in
the immense Gods’” Wall of the Castle of Dugoloth,
the most holy site in the entire empire. The nobility
are direct descendents of Yelm and being able to trace
one’s lineage directly back to Murharzarm defines and
establishes the status of both the individual and the



family in society. The senior nobility and the Imperial
household can claim to be within four generations of
Yelm and therefore hold the divine right to rule.

Notions of justice and order —specifically, Yelm’s order
— are of paramount importance to all Dara Happans.
The universe works when it is internally harmonious
and obedient to its own laws. When those laws and
that harmony is placed under threat, then so is the
stability of the universe. This is why all other cultures
are inferior to the Dara Happan. The God Learners and
the Empire of Wyrms’ Friends both seek to introduce
selfish discord into an ordered universe, tampering
with nature in ways that are, ultimately, destructive
(and Dara Happans demonstrate remarkable prescience
in this regard). The Old Way Traditionalists embody
the Dara Happan respect for tradition but are wilfully
belligerent, constantly challenging the natural order
of things and then finding, usually to their regret, that
in their haste to challenge they have brought about
self injury. These, the dominant cultures of western
Glorantha, are thus flawed and naturally inferior.
Only the distant Kraloreli come close to exhibiting
similar cultural traits to the Dara Happans although,
Yuthuppan scholars note, Kralorela too has been
infected by the insidious influence of both the God
Learners and Wyrm Friends.

Dara Happans are deeply artistic. Images of their
gods and emperors adorn the inside and outside walls
of temples and public buildings in every part of the
empire. The iconography is striking in its detail, its
structure, and its formality. The stories of the gods and
the past heroes of the empire are displayed for all to

Dara Happan Background
Background Basic Skill Bonuses

see, created both for aesthetically satisfying reasons
and to continually reinforce the importance of the
immensely old, immensely superior and immensely
complicated Solar pantheon. Representations of the
gods and their myths adorn everything, from huge,
wall-filling tableaux through to the simplest drinking
or eating vessel. The image of the sun —Yelm’s visible
authority — is found everywhere, as are the creatures
and habits Yelm holds sacred: the bull, the horse and
the domination of both his foes and the Rebel Gods
that have continually sought to usurp Yelm’s rule.

Dara Happans are obsessed with the number ten and
iconography is arranged to reflect this, the perfect
number and its multiples. There are ten members of
the Solar court; one takes the Ten Tests to become
emperor; ten thousand stairs in the Imperial Footrest;
ten cardinal virtues for behaviour; and so forth. To
all Dara Happans ten is a propitious number and is
reflected throughout the empire in some way, shape
and form.

Characteristically Dara Happans are proud, arrogant,
and utterly convinced of their cultural superiority but
are, at the same time, a very traditional, conservative
people. Change for change’s sake is viewed with
deep suspicion (if not outright hostility) and the
traditions and practices established by the first, great
emperors of Dara Happa, especially Murharzarm, are
considered to be the only proper ways of doing things.
To go against tradition is to invite disorder and threaten
justice; Dara Happans typically go to great lengths to
maintain traditional behaviours in order to preserve
the universal justice Yelm brings to the universe.

Advanced Skills Starting Money

Dara Happan  Influence +10%, Lore (World) +10%, Persistence +10%  Language (Native) +50%, 4D10x100 silver

Pick One +10%

Lore (Regional), Lore
(Theology)

Boating, Evaluate, Dodge, Perception, Riding, Sleight,

Sing, Stealth

Pick Two +15%

1H Spear, 2H Spear, 1HSword, 2H Sword, Bow,

Dagger, Rapier, Shield, Staff

Pick One
Craft, Dance, Language,
Lore, Play Instrument,
Shiphandling
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Creacing a Oara
Dappan Characcer

Character creation follows the standard RuneQuest
procedure.

Characters for Dara Happa Stirs use the Dara Happan
Cultural Background presented on page 61.

Dara Happan Cultural Background
Thisisacivilised culture with the nobility living within
the precincts of one of the great cities of the empire,
irrespective of their attitude towards the EWF.

Noble Standing

All characters are members of the nobility but,
naturally, there are divisions even within the noble
caste. Each character needs to establish the standing
of his family by rolling 1D10 on the Nobility Table.

Scanding
Denesiod, Erzanestyu and Khordavu were all emperors
who founded one of the great Dara Happan dynasties.

Nobility Table
1D10 Standing
1 High Ranking Nobility. Of the Denesiod Line

Likely Cult Membership
Dayzatar, Lodril, Shargash, Golden

Khordavu is the oldest, and most auspicious, dynasty,
which spanned 479 years and had twenty three emperors
in total. The Erzanestyu Dynasty ruled for 193 years
and had twelve emperors. Denesiod is the most recent
dynasty and includes the emperor Dismanthuyar. It held
power for 188 years and had 10 emperors.

Whilst there should be no technical social difference
between the same ranks of different lineages, this
is not so in practice. Khordavians view themselves
as superior to Erzanestyans and Erzanestyans see
themselves as superior to Denesiodans. Thus, a minor
Khordavian noble will always see himself as socially
equal, if not superior, to a high-ranking Denesiodan.

Likety Cute Membership
These are the cults most likely to be followed, but this
is by no means a strict listing.

Scarcng (Doney

This is the amount of ready cash a character has to
hand or can raise in a short space of time without
much difficulty. Note that Dara Happan nobles tend
to deal almost exclusively in gold, which is, of course,
Yelm’s metal. Silver is considered a base currency in
the empire — the coinage of the lower classes.

Starting Money
6D6 x 200 Wheels

Dragon

2 Middle Ranking Nobility of the Denesiod
Line

3 Low Ranking Nobility. Of the Denesiod Line

4 High Ranking Nobility. Of the Erzanestyu

Avivorus, Buserian, Enverinus, Lokarnos
Dayzatar, Lodril, Shargash, Golden

Antirius, Arraz, Shargash, Golden Dragon 4D6 x 100 Wheels

2D6 x 50 Wheels
6D6 x 200 Wheels

Line Dragon

5 Middle Ranking Nobility of the Erzanestyu
Line
6 Low Ranking Nobility. Of the Erzanestyu

Antirius, Arraz, Shargash, Golden Dragon 4D6 x 100 Wheels

Line Erissa

7 High Ranking Nobility of the Khordavu Line
8 Middle Ranking Nobility. Of the Khordavu

Line Shargash

9 Low Ranking Nobility of the Khordavu Line

Avivorus, Buserian, Enverinus, Lokarnos, 2D6 x 50 Wheels
Dayzatar, Lodril, Murharzarm, Shargash  6D6 x 200 Wheels
Antirius, Dayzatar, Arraz, Murharzarm,  4D6 x 100 Wheels
Zaytenaras, Reladivus, Buserian, 2D6 x 50 Wheels
Murharzarm

Any Middle or Low Ranking Cult 2D6 x 25 Wheels

10 Minor Noble Family with no clear lineage



5 copper Spokes = 1 silver Hub
20 Hubs = 1 gold Wheel

Suggested Professions

The professions for Dara Happan characters have
been altered slightly from their standard RuneQuest
counterparts. The professions of Honour Duellist and
Tenth have been reproduced from the Players’ Guide
to Glorantha; the profession of Eleventh is new.

Courcier

You one of the elite noble families employed in service
directly to the emperor, acting as an adviser perhaps,
a ceremonial functionary or an emissary who carries
with you a small part of the emperor’s authority. You
are therefore an agent of the Imperial Court rather than
being one who simply attends the emperor’s whim.

Asa Courtier you have been tested to ensure that you are
sympathetic towards the Empire of Wyrms’ Friends and
will not willingly go against their wishes or agendas.
Over the years you have proved your faithfulness,
perhaps at the expense of your standing in the eyes of
other Dara Happans. In return the EWF has allowed
you to pursue your Dara Happan lifestyle as freely as
you wish, as long as you continue to acknowledge the
Golden Dragon as your rightful emperor.

Oiplomac

Working on behalf of your League or Association you
act as an emissary to other Leagues and Associations
and also to the EWF, whenever co-operation with the
Wyrmfriends is necessary. As a result you are well
versed in the politics of the empire and can count many
notable individuals amongst your acquaintances.

Naturally your role requires precise discretion and the
ability to communicate fluently at the highest of social
levels, and always with the utmost honour and courtesy.
People trust you. Sometimes they have little option.

Clevench

The Elevens are elite warriors of Dara Happa, formed
in the reign of Vanyoramet when it was necessary to
protectthe empire fromthose who mightinvade through
the shattered Dome of the Sky. In Vanyoramet’s time

the Elevens were so-called because they were misfits
and criminals who could not work together, but in time
they became an elite and evolved into a noble order of
warriors. The Elevens have fought on behalf of Dara
Happa at every key battle in the empire’s history. Now,
in the time of the Dragon Emperor, every Eleventh
must either swear an oath to serve the Golden Dragon
or be sent into exile (to Saird, Carmania or Rinliddi,
perhaps). What did you do?

honounz Ouellstc

You are an old—-minded member of the Dara Happan
tradition, remembering back to the days of single—
weapon duels for glory and family honour. With the
expansion of the EWF into Peloria the old duels are
far and few between, but you still hold dear to this
tradition. Should a foe cross your path and not agree
to the sanctions of a duel, your skills with a blade are
no less potent in a free—formed skirmish.

When not engaged in the noble pursuit of supporting
honour through blood, you serve the Leagues and
Associations with your weapon skills as a freelance
agent, wearing the League’s regalia and the
Association’s insignia with the same pride as any other
Dara Happan, but your essential skills are in defending
the honour of both in whatever capacity the League or
Association requires it.

LORd

You have achieved significant status in society and
own land that yields rent from the working castes.
Due to your position in the League and Guild you have
been accorded the title ‘Lord” meaning that you are
recognised as someone who commands the respect of
others and have people sworn to your service.

(MDercenary

There are many mercenaries Leagues active in the Oslir
River valley. The city of Alkoth provides mercenaries to
the EWF, for example, whilst Elz Ast specialises in for-
hire warriors who guard the Oslir shipping. The various
temples, especially in Yuthuppa, hire mercenaries from
certain Leagues specifically for temple guard duties. In
Dara Happa, the mercenary is considered to be a useful
and worthwhile profession attracting little of the stigma
sell-spears find elsewhere in the world.
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The merchant Leagues are a powerful force throughout
the empire, controlling all trade and commerce within
DaraHappa. A merchant League gathers together trading
families working in different commodities allowing a
considerable consolidation of power. The more intrepid
Leagues venture outside the Oslir River valley to trade
produce with those beyond Yelm’s great bounty and
thus spread the word of the sun far and wide.

Physician

The students of the merciful goddess Erissa are
the physicians and healers of Dara Happa. Noble
physicians treat those within their own caste, and the
various physician Leagues are some of the oldest and
most noble in the whole of Dara Happa.

Priesc

A Dara Happan priest might serve the traditional
Solar pantheon, or tread the mystical paths espoused
by the EWF. Some, those of the Golden Dragon cult,
combine traditional worship with draconic mysticism.
Either way, the Dara Happan priesthood wields much
power throughout the empire. Every priest has visited
the Gods’” Wall and knows the places and positions of
the one hundred gods. Every priest has trodden the ten
thousand steps of the azure processional to stand at the
foot of the Imperial Footrest and gaze up at the form of
the Golden Dragon.

Scholar

There is an accepted scholarly tradition in Dara
Happa because there is much to study and learn.
The great libraries of Elz Ast, Alkoth and Yuthuppa
contains secrets of the like unknown in Glorantha and
researching the accumulated knowledge of so many
emperors and gods takes lifetimes. Scholarly Leagues
trade information and learning in the same way that
merchants trade rice, timber or fish and they occupy a
noble position in Dara Happan society.

Scar Seer

Star Seers are astronomers and astrologers, experts in
the myths and ways of Dara Happa’s star gods. Men
of learning, they study all the constellations, but it is
typical for them to pick a single constellation that they
choose as their patron. Through the study and veneration
of their particular deity, they gain an understanding of
the ways of their god and an insight into its myths. Their
studies are recorded in almanacs, huge books bound in
bronze or brass and quite often written in code.

Long study of the stars has made the Star Seers slightly
strange by normal Dara Happan standards. If playing a
Star Seer character, choose one of the following habits.

o} Always ask for the birth date of anyone you
meet, and then spend 1D4 days preparing an
astrologically accurate birth chart to determine
their personality. Always use this chart to
influence how you dealing with that person

o} Always speak in a mystical tone, full of
allegory, reference to obscure star myths, and
portents of doom

o} Never carry a weapon of any kind

o} Never drink alcohol

[} Never eat meat

o} Never harm another human being

o} Never make a decision without first consulting
the stars, spending an inordinate amount of
time in doing so.

‘Cench

The Tenths are the magic-wielding runecasters
commanding significant bureaucratic power within the
empire, even though they have rejected the existence
of the Golden Dragon as emperor and are thus
outlawed. Tenths are the direct administration from
the highest-ranking nobles, and they are the gears in
the Dara Happan war machine that will hopefully one
day grind the Dragons out of Peloria. As a Tenth you
have been taught and sheltered much of your young
life to learn as much mystic knowledge as possible,
but your responsibility is to return supreme power to
Yelm through any means necessary.



Lcagues and
Associacions

Dara Happa is filled with Leagues and Associations
with both being every bit as important as cults in
defining Dara Happan character and purpose.

Every family, and therefore every character, belongs
to a League. A League is a group of families sharing
a similar focus or profession. Therefore, the League a
character belongs to will be largely determined by the
profession he has chosen. His League means that he
knows people from other families within his League and
can call upon them for help and assistance as required.

League Influence (New Advanced
Skill. Base = INT+CHA)

The strength of standing a character has within his
League is determined by a new Advanced Skill for
Dara Happan characters called League Influence. The
League Influence skill determines how easy it is for
the character to gain his League’s support in terms of:

o} Finding/obtaining information

o} Securing direct and indirect help

o} Persuading other League members to do
something

o} Gaining credit from within the League

Essentially the higher the League Influence skill, the
stronger and higher the character’s status within the
League. Games Masters should always consider the
League Influence skill’s rating whenever a character
is engaged on League business or dealing with other
members of his League.

The base value for the League Influence skill is the
character’s INT+CHA Characteristics. Apply the following
modifier based on Noble Standing: High Ranking +30,
Middle Ranking +20, Low Ranking/Minor +10.

Associations

Leagues gather together into Associations. Associations
are temporary alliances between Leagues based on mutual
benefit. Some Associations are very long-lived and may
even be classed as permanent institutions whilst others
are short-term partnerships formed to achieve a specific
goal. Membership of an Association works in a very
similar way to membership of a League, but the resources
available within the Association are spread across the
functions represented by the different members.

Every Dara Happan character has an Association
Influence skill that works identically to the League
Influence skill but is used when engaged on
Association business and when dealing with other
Leagues in the same Association. The beginning value
of the Association Influence skill is half that of the
League Influence skill, rounded up. The two skills are
completely independent and are increased separately.

League Dress and Association
Devices

Every League adopts a uniform. This is some form
of distinguishing clothing unique to that League’s
members. It might be as simple as the colouration of
a robe, a style of hat, or the cut of the sleeve, or be
deliberately ostentatious such as strikingly designed
clothes that assert the League’s existence and status.
This is the one area in which the notoriously aloof and
conservative Dara Happans allow themselves some
calculated breaks from tradition (although the uniform
itself is a highly traditional form of symbolism).

Association membership is more subdued. Associations
are not always permanent institutions whereas Leagues
are. The regalia denoting membership of an Association
is therefore some form of agreed insignia that can be
worn on the clothing as a device, rather than a particular
style or colour of clothing. Badges, patches, brooches,
necklaces, circlets and torques are the traditional
methods of displaying affiliation with an Association.

To wear a particular league’s or association’s regalia
whilst not a member is illegal, see page 24.
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Dara Happan Professions

Profession  Basic Skill Bonuses Advanced Skills
Courtier Influence +15%, Lore (World) +5%, Perception +5%, Pick Two
Sleight +5% Courtesy, Lore (Dara Happan Art), Lore (Imperial
Court), Lore (EWF), Lore (Philosophy), Play
Instrument
Diplomat Influence +20%, Lore (World) +10%, Perception +10%  Pick One
Courtesy, Dance, Language, Lore (Dara Happa),
Lore (Imperial Court), Lore (League and
Association), Lore (EWF), Oratory
Eleventh Athletics +5%, Influence +5%, Riding +10% OR Pick One
Driving (Chariot) +10% Courtesy, Dance, Language, Lore (Dara Happa),
Oratory, Play Instrument
Pick Two +10%
1H Sword, 2H Sword, Shield, Spear, Driving (Chariot)
Honour Athletics +10%, Dodge +10%, Persistence +5%, Pick One
Duellist Resilience +5% Courtesy, Lore (Dara Happa), Lore (Heraldry)
Pick One +10%
1H Sword, Dagger, Shield, Spear
Lord 1H Sword +10%, Influence +15%, Persistence +5%, Pick One
Riding +10% Courtesy, Lore (Dara Happa), Lore (League and
Association)
Mercenary  Lore (World) +10%
Pick Two +15%
1H Axe, 1H Flail, 1H Hammer, 1H Sword, 2H Axe, 2H
Flail, 2H Hammer, 2H Sword, Bow, Polearm, Shield, Spear
Pick Two +5%
Athletics, Dagger, Dodge, Driving, Evaluate, Resilience,
Riding, Unarmed
Merchant Evaluate+20%, Influence +10%, Lore (World) +10% Pick One
Language, Lore (Commerce), Lore (Logistics),
Shiphandling, Survival
Physician Evaluate +5%, First Aid +20%, Lore (Plant) +10%, Healing
Perception +5%
Priest Influence +15%, Lore (World) +5%, Persistence +10% Lore (Theology), Runecasting!
Scholar Evaluate +5%, Lore (World) +15%, Persistence +10% Any two Lores
Star Seer Influence +10%, Lore (regional) +10% Lore (Astrology), Lore (Solar Theology)
Pick Two +5%
First Aid, Influence, Persistence
Tenth Evaluate +5%, Influence +10%, Persistence +5% Lore (Nobility), Runecasting? Runecasting (Other)?

1Choose one of the following: Death, Fertility or Fire. The character has integrated that rune and has that rune’s
Runecasting skill. See the Rune Magic chapter of RuneQuest for more details.

2Choose one of the following: Air, Cold, Earth, Fire, Heat or Water. The character has integrated that rune and
has that rune’s Runecasting skill. See the Rune Magic chapter of RuneQuest for more details.

3Choose one of the following: Beast, Earth, Man or Spirit. The character has integrated that rune and has that
rune’s Runecasting skill. See the Rune Magic chapter of RuneQuest for more details.
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This chapter discusses the cults of Dara Happa and
provides examples of ten Associations and their
corresponding Leagues.

Cult, League and Association membership is essential
to the Dara Happa Stirs campaign. Each of the
characters involved in the rebellion against the Golden
Dragon Emperor and the EWF must be, at the very
least, an initiate of one of the following cults, all
discussed in Cults of Glorantha volume |I.:

Buserian
Dendara

Elmal

Erissa

Golden Dragon
Gorgorma
Lodril
Lokarnos
Oslira
Shargash
Urvairinus
Yelm subcults (but not Yelm directly)
Yelmalio

O 0000000000 O0O0

In addition this chapter provides several new cults
of the Solar pantheon suitable for Dara Happa Stirs
adventurers:

Alkor
Antirius
Dayzatar
Murharzarm
Raiba
Sagittus

© 00000

Che Cods’ Wall

The most holy place in Dara Happa is the Gods’ Wall,
which lies sixteen kilometres north of the capital,
Raibanth, and can be reached simply by following
the Triumphal Way out of the city and walking until
one reaches the cliff face known as either the Castle of
Dugoloth or Eggarlodril (Lodril’s Sculpture).

Inscribed into the cliff face, some sixty four metres
in length by twenty three metres in height, are
representations of all the myriad gods of the Solar
pantheon, arranged in order of their rank and
importance. It was made by Lodril who carved it at
the very start of the world, when Yelm became the
ruler of the Universe and everything was blessed.
Yelm, descending to the world, raised the Imperial
Footrest and accepted his enthronement as emperor.
He then traversed the lands, moving in a straight line
that is the Triumphal Way, creating the processional
with each gracious footfall. The way was paved by the
one hundred deities of the pantheon and Yelm was so
pleased to see his rulership acknowledged in this way
that he instructed Lodril to commemorate it.

Lodril created the first seal of the empire and pressed
it into the living rock, leaving behind the imprint of
that procession in all its glory. Each and every god
represented in the Gods’ Wall swore on oath of compact
— the Compact of Rule — that acknowledged Yelm as
emperor of all. By swearing the oath the gods agreed to
act according to their own natures but always to obey the
will of the emperor. Thus was harmony established.

The stone of the cliff is made from the rock known
as Steadfast; a rock so dense and tough that nothing,
save adamantium, can damage it. This is how the wall
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and its carvings have withstood wars, earthquakes
and even the great Flood, when Oslira rose in anger
and swamped the world. In fact, just prior to the flood
the Demon Kings, who ruled Dara Happa for a brief
time, had painted over the Gods’ Wall with their own
foul creations, but the Flood merely dissolved their
blasphemous attempts to hide the truth of the universe
and so Oslira restored the wall to its proper glory.

A curiosity of the Gods’ Wall is that it displays some
deities that have not yet come into being or who had
come into being at the start of Yelm’s rule over the
universe. Experts in these matters, such as Plentonius,
scribe to Emperor Khordavu, patiently point out that,
as emperor of All and Everything, Yelm is perfectly
capable of knowing which deities are to come as the
empire’s boundaries and wisdom spread to encompass
new lands, with new gods accepting the Compact of Rule
and bowing before the majesty of Yelm Imperator.

The Gods’ Wall is divided into five sections.

Ezelveztay and the Solar Court

The first section, on the far right of the wall, represents
Ezelveztay, which is the One Before the One, and the
Solar Court; that is Yelm and his nine siblings: Arraz,
King of the Sky People; Ashartcha, Keeper of Wisdom
and Ruler of the Compass; Dayzatar, the Invisible
Wisdom; Indarthrad, Keeper of Insight; Kelastan,
the Living Throne; Ledareeshata, the Pillar Goddess;
Lodril, God of the Earth and the Below; Nemarthshar,
Keeper of Strength; and Vanarthurd, Keeper of
Sovereignty. Only the emperor and his direct line may
worship these gods and only the emperor may worship
Yelm directly.

The next four sections depict the one hundred deities
swearing the Compact of Rule. Each section is a row
of twenty five gods, ranked and ordered according to
their importance within the pantheon.

First Row — Gods of Above

The first row depicts the Gods of Above, those gods
that may be worshipped by anyone in Dara Happa and
to whom oaths can be sworn. The gods are:

(Durharzarm

The first emperor of Dara Happa. Also known as the
Keeper of the Surface World, the Guardian of Justice
and Right Order and the Patriarch of the Empire.
Murharzarm is Yelm’s son and, as foremost of the
gods in the processional, he is rightly given the most
important place in the row.



Che Cen Planecs

These ten gods represent the eight sons of Yelm and two
additional gods who command the Harmonious Realm
of the Sky. They are Zaytenaras the Transcendent;
Buserian the First Priest; Reladivus, Master of
Serenity; Shargash, the Master of Strength and War;
Derdurnus, Master of Brilliance; Deumalos, the Master
of Sovereignty; Falsoretus, Master of Transformation;
Verithurus, the Master of Wisdom; Ghevengus, Master
of Action; and Ghelotralas the Messenger to Below.

‘Che Incruder Gods

These gods used trickery and cunning to gain entrance
to the Harmonious Realm and they are held responsible
for the Sky’s fall because what they represent is
falsehood and destruction. Uleria is the goddess of
Lust but was once a goddess of Love. Oaths sworn
to Uleria are of no consequence save for whores, who
work her magic. The second Intruder is Umatum,
Uleria’s son, who killed Murharzarm and is the father
of monsters.

The remaining gods in this row of the Gods” Wall
represent the avian deities and several portions of
Yelm. The avian deities, much revered in Rinliddi, are:
Vrimak, God of Eagles; Avarnia, Goddess of Quails
and all small birds; and Tholm, the God of Falconry.
The other gods are Antirius, the Word of Yelm;
Berneel Arashagern, the food of the eagles; Avivorus,
God of the Spear, Erekos, Goddess of the Upright
Jar; Shafesora, Goodess of the Rain, Fertility and
Plenty; Nasakos, Goddess of the Sharing Jar; Polaris,
Keeper of the Stars; Ourania, Goddess of the Sky; and
Oropum, the Goddess of Guidance.

Second Row — Servants of the Gods
of Above

The servant gods are worshipped throughout Dara
Happa despite their lower status in the Solar hierarchy.
They are all deities concerned with service, labour and
prosperity and they act as protectors, aides, companions
and workers for the gods of the First Row.

First comes Entekos, the Highest Goddess. She is
clothed in the winds and clouds and is the queen of the
air. The next four goddesses — Arira, Naveria, Lesilla

and Koveria, are all women’s deities representing the
four stages of womanhood: innocence, wives, mothers
and grandmothers.

Next come the ten sons and servants of Lodril — the
workers. They are led by Mohenjar, who is unafraid of
any task and always prepared. Then comes Morkatos
the Foreman, Perandos the Digger, Pererlotil the
Digger, Navestos the Harvester, Urder the Worker,
Morurder the Boss, Alfostios the Cooper, Ostevius the
Carpenter, Venurtera the Potter and Urdera the Carrier.
Both Venurtera and Urdera are goddesses.

The remaining gods of the second row are those who,
in some way, served the Celestial Court and Dara
Happa. They are:

o} Enverinus: A portion of Yelm and the Dara
Happan God of Fire.

Hyraos: God of Harpers and musicians

Erissa: Goddess of Healing

Lokarnos: God of Merchants

Ertelenari: The rebellious Goddess of Bears
Oroypsus: The God of Pleasure and Good
Living

Yarm Plant: In some backwater regions of Dara
Happa, the Yarm Plant is revered as a God
Ulkamoon: God of the Club

o} Galgarenge Goddess of Gryphons

0O 0 0 00
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Third Row — Gods of the Earth

Each god represented here has some earthly influence
that is considered, in the eyes of the Solar Court, to
be in some way demeaning or base. In Dara Happa,
such prejudices have been largely ignored, often
for practical reasons, and the Gods of the Earth are
worshipped across the empire.

o} Gerendetho: Lord of the Earth. Not worshipped
greatly in Dara Happa, but highly venerated
amongst the Kostadi where he is the Father of
Kostad.

o} Dendara: Goddess of Women, Marriage,
Obedience and the Household. Yelm’s chosen
wife and so mother of all. Despite being ranked
as an earth god, this is purely for reasons of
obeisance to Yelm; in all practicality she is
highly revered.
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o} Denegeria: The Daughter. Denegeria was
kidnapped by Darkness rescued and released
by Yelm.

o} Injerina: The Good Sister — counterpart to
Bosjerina.

fo! Oria: Great Goddess, Mother of Earth. All
plants and animals are claimed to come from

her.
o} Bosjerina: The Bad Sister
fo} Everina: Goddess of Rice. She is one of the

Four Great Nurturers of Dara Happa and a
popular goddess amongst the Half Citizens of
the Oslir plains and lowlands.

o} Vergenari: Goddess of Pigs. Another of the

Four Great Nurturers of Dara Happa.

Pela: Goddess of Barley, Grains. Third of the

Four Great Nurturers of Dara Happa.

Biselenslib: A Goddess of Alkoth.

Deseeti: A God of the Club.

Thilla: Goddess of Yuthuppa.

Busenari: Goddess of Cattle

Memenari: Goddess of Motherhood.

Selshena: Goddess of the Center. She prepared

the ground for Yelm’s descent to earth, and so

is sometimes known as the Footstool.

Vantestos: The God of Government and

Rulership

Sagittus: God of the Bow. He is also called

Urengeri, and is the displaced god of Elempur.

Durbaddath: God of Lions.

Ergesh: God of the Slaves.

Uryarda: The Goat Goddess.

Leafy Plant: A divine accoutrement of

Erenbaya.

Erenbaya: Goddess of \Vegetation, especially

Trees.

Tree: Another accoutrement of Erenbaya.

o} Surensliba: Goddess of Herons. Greatly revered
amongst the Darjinni

fo! Yestendos: God of Reed Boats. He is a
companion of Surensliba

0O 0 00 (o] (o] 0O 0 006000 (o]
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Fourth Row — Gods of Below

Divided into Good Gods, Bad Gods and Tortured
Victims, the Gods of Below are considered to be unfit
for the pure to worship. The exception is Oslira who,
through several exhibitions of her power, demonstrated
her importance to the empire and earned her place as
a full goddess.

Many of the Bad Gods are worshipped in Alkoth,
where they are seen as servants of Shargash and so
classified as Good Gods, because Shargash keeps
them in check.

‘Che Good Gods

o} Oslira: The River Goddess and Blue Serpent.
A wife of many higher gods and causer of
floods.

o} Fish: Oslira’s accoutrement.

‘Che Bad Gods

o} Varnaga: God of Crocodiles. An accoutrement
of Oslira, but hated by Yelm and all Dara
Happans.

o} Rakenveg: Trickster God. Also noted for being
the god of carrots.

o} Netta: Goddess of Night and Keeper of the
First Hell.

o} Veskerele: The Faceless God and Keeper of the
Second Hell



o} Natha: Mother of Murder, an assassins’ of them escaped from hell during the Great Darkness
goddess and some attempted to create their own realms in
o} Deshlotralas: Keeper of the Third Hell Glorantha.
o} Annara Gor: The Hag, also a Keeper of the
Third Hell o] Gamara: The Howling, Armless monster.
o} Deshkorgos: The Monster Man, Keeper of the (o] Annilha: A bat demon and sister of Lokarnos.
Fourth Hell o] Oralanatum and Walindum: A pair of petty,
o} Sakkar: God of Fear foreign gods who sought to emulate the Higher
o} Jajagapa: Dog Headed God and the snarer of Gods.
souls. o] Rashorana: Another evil goddess
o} Sanama: Goddess of Snakes o] Erlandus: A god of sexual excess and the
o} Bakoka: Goddess of scorpions and Scorpion husband of Erlanda.
Men. Known as Bagog outside Dara Happa. o] Kazkurtum: The Empty Emperor, the Worthless
o} Mahaquata: The Bat Goddess of Death Ruler, the God of Nothingness. Kazkartum
o} Gerra: Goddess of Sorrow ruled in Dara Happa for a time, besetting the
o} Gorgorma: Goddess of Horror empire with monsters.
o} Bijiif: The pile of dust that Yelm became when
killed.
‘Che Corcured Victims o Jokbazi: The Broken God.

All these gods are being punished for various sins
—some against Yelm and some against the cosmos. All

Viewing the Gods” Wall

‘Stepping info the gorge was fo sfep in the foofsfeps of the gods and, as I had been unprepared for Raibanfh’s
glory, so was Lunprepared for the sight of the Gods” Wall. To think thaf Lodlril creafed this! To think thatall these
gods have sfood in fhis place, giving fheir thanks fo Yelm!

1 went slowly yp fo the wall. At first if seemed a simple thing, crudely carved, buf as I gpproached I began fo
hear, in my mind, the disfant chanfing of the gods, some in praise, some forlorn, as they called Yelm’s sacred
names. Af the far end I came fo fhe grouping of the Celesfial Courf and fell immediafely fo one knee fo give
praise. The carvings are elaborafe here, defailed and rich, and I could, withouta douby, sense theirpower as they
brought Yelm amongsf fthose who mus give him fheir service.

Aftermany minufes I walked along the wall, reading the inscripfions, and finding that many of the carvings have
been adorned with painf and pigmeny, lending colour and vifalify fo each of them. On some of the gods I nofed
that wyrmish images had been painfed or inked — swirls, scales, wings and claws. If the gods resenfed fhese
frappings, then fheir likenesses did nof display any noficeable displeasure.

Buf the greafesf moment of my life came when I found the represenfafion of Lokarnos, the pafron god of my
family and League. As 1 knelf fo offer prayers, his face furned fowards me and his hands moved in blessing. 1
heardmy name and then the names ofmy father. grandfatherandancesfors being infoned by the god, strefching
far back info fimes our family can no longer recollect. His hands moved as fthough the very rock was alive, and
when I glanced fowards Lukarik, my half-brother. I saw that he, kneeling before the likeness of Sagiffus, was,
like me, weeping as his god spoke fo him as mine spoke fo me.”

— Yuthunyar Firefrader, Noble Merchant of Darleep.
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Che Solar Pancheon
and che Oraconic

Pach

The Golden Dragon Society’s principle aim is to
reveal the draconic aspects of every god in the Solar
pantheon thereby proving draconic supremacy of the
cosmos. To the EWF and its converts the arguments are
academic; but where traditional Dara Happan beliefs
are concerned, the exercise is of crucial importance.

Much Solar mythology reflects draconic mythology
with clear parallels between the order of the cosmos
and draconic mysticism. Before becoming the Golden
Dragon, Hurarbargarten outlined these parallels in
the text now known as The Book of the Sun, which
is kept in the crypts beneath the Imperial Footrest. In
it Hurarbargarten details each god represented on the
Gods’Wall and explains the specific draconic parallels.
At the end of each entry is a formula, derived from
the astrological movements noted by the Star Seers of
Yuthuppa, which, when contemplated using either the
Path of Unstruck Sound or Ten Step Path techniques
of draconic meditation, presents the draconic name of
each god. Hence, it can be proven that Oslira is an
aspect of Aroka, Dayzatar is an aspect of Arangorf,
and so forth.

In this way many converts to the Golden Dragon
Society were made from previously pure-strained,
traditionalist Dara Happans, including the emperor
Elmexdros. But many more considered it a heresy,
not least the emperor Elmatryan, who proved it be so
and was duly deposed by the Red King of Alkoth and
Lorenkarten the Mile.

Since then, there have been no forceful demonstrations
of asingle, draconic solar way because Hurarbargarten
became the Golden Dragon and successfully passed
the Ten Tests, proving his theories without the need
for further calculations and mystical interpretations.
However, scepticism still lives in the hearts and minds
of many, who simply cannot reconcile the supposed
draconic nature of the Yelmic gods.

The resulting tension has been handled with
considerable aplomb by the Golden Dragon Society.
To attempt to crush Dara Happan traditionalism would
serve only to encourage overt rebellion; it is also not
the EWF’s style. Only the God Learners attempt to
assimilate and then crush differing religious positions,
whereas the EWF has always maintained that
enlightenment reveals all truths. Obduran the Flyer’s
transcendence to True Dragon status is clear proof
of this, and so the Golden Dragon Society maintains
a patient course when dealing with Dara Happan
traditionalists, continually pointing to Obduran’s
example whilst gently referring to The Book of the
Sun and Hurarbargarten’s own apotheosis.

There thus three strains of belief in Dara Happa: the
Traditionalists, who remain true to the Celestial Court
and the teachings of Murharzarm; Solar Draconic
Converts who accept that each and every god of the
Gods’” Wall has a draconic aspect, but that different
degrees of manifestation are in evidence; and then
finally, those who maintain their traditionalist beliefs
but are happy to accept the evidence of Hurarbargarten
and Obduran and so accept general draconic principles
as a way of maintaining justice and harmony within
the empire.

New Culcs oF che
Solar Pancheon

The following cults take their magic from several
separate RuneQuest books.

Rune spells in standard text are taken from the
RuneQuest main rules; Divine spells from the
RuneQuest Companion.

Spells in italics are taken from the RuneQuest Spell
Book

Spells marked * are taken from Cults of Glorantha
Volume 1

Spells marked ** are taken from Cults of Glorantha
Volume 2



‘Che (Worship of Jelm

Only the emperor and his household may worship
Yelm directly. All Nobles may worship Yelm
indirectly through the Yelm subcults described
in the Cults of Glorantha Volume 1, pages 64
onwards. Half Citizens and Newcomers may
join Yelmalio.

Alkor — City God of Alkoth

Alkor is the son of Shargash and is the city god of
Alkoth. He is the fertility aspect of his father and, in
that aspect, Alkor married Biselenslib and then Oslira.
Alkor is born of the torque Shargash cast to the ground
so that he could make war on the emperor’s enemies
and his most important task is to bring Shargash’s
blessings of birth and fertility to the people of Alkoth,
who took sanctuary inside the torque. He receives all
of the ash left from offerings to his father and places
them in the enclosures where they are blessed. During
the planting seasons, Alkor presides over the fertility
rites and spreads the ash over the fields and rice paddies
much as Shargash spread his seed among the many
earth goddesses he lay with. These rites complete
Shargash’s cycle: Destruction, Purification, Rebirth.

Alkor’s second aspect is as the god of the city of Alkoth
and all within the Jade Wall are his responsibility.
Alkor sees to the efficient running of the city and brings
Shargash’s fertility to all within the Jade Enclosure:
people, animals and the bureaucracy. His High Priest
is the Green King of Alkoth and together they ensure
Alkoth’s prosperity on the surface of Glorantha just
as Shargash secures it in the underworld. Whilst all
within Alkoth are considered to be dead, Alkor is very
much a god concerned with life, and it is to him that
the wives and widows turn to for solace when their
menfolk head off to war.

Runes
Fertility, Law

(Uorshippers
Citizens of Alkoth, farmers.

(Uorshippers” Oucies

Offer worship to Alkor in exchange for his bounty and
plenty. Abide by his laws so that Alkoth will prosper
in all things and in all ways.

Son of Jade (Imciace) QDembership
Requirements: All born within Alkoth’s walls are
eligible. Sons of Jade must know Lore (Plant) or Lore
(Animal) at 40% or greater.

Cult Skills: Lore (Animal), Lore (Plant), Lore
(Bureaucracy)

Cult Rune Spells: Endurance, Heal
Common Divine Magic: Bless Crops*, Bless Home*

Brocher of Jade (Acolyce) QDemoership
Requirements: Standard

JFacher or Jade (Runepriesc) QDembership
Requirements: Standard
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Special Benefics

Members of the cult of Alkor are given a box of ash
taken from the Sacred Hearth in the Alkoth temple.
This ash, when rubbed into any wound, provides 1D3
points of magical healing. Sons of Jade have enough
ash for three uses; Brothers of Jade have enough for six
and Fathers of Jade have enough for ten. Supplies are
replenished when the cult member advances in rank.

Associaced Culcs
Shargash: provides Ignite, Cremate Dead* and Inspire
Worshippers*

Antirius — The Lesser Sun

When Yelm was killed there was no light, and so
Antirius came forth as the Lesser Sun, bringing with
him Yelm’s residual wisdom and the precepts that
would permitthe rule of Dara Happain hisabsence. The
Word of Antirius continued Yelm’s truth throughout
the Great Darkness, challenging the evil gods that rose
from hell and threatened to change all that was good.
A creation of the Doom Conjunction, Antirius is pure
justice and reason when all around is chaos and lies.
When Yelm returned from death Antirius continued to
exist so that Yelm’s justice would become twice-fold,
and all emperors who have succeeded in the Ten Tests
are presented with the Cloak of Majesty by Antirius’s
own hand. He is therefore a God of Emperors and Just
Men, offering good advice and clear direction even
when the way forward is shrouded in uncertainty.

It is traditional to offer sacrifices of cattle to Antirius
when his advice is sought. The cattle must be of the
right colour: white for truth, brown for justice and a
combination of colours where both virtues are present.
In return Antirius sends his divine light to illuminate
the clearest path although it is down to the worshipper
to accept the wisdom offered.

His draconic aspect is considered, amongst the
Wyrmfriends, to be the breath of the Cosmic Dragon
which is itself golden and infallible.

Runes
Law, Light and Truth

(Uorshippers
Star Seers, Nobles, Scholars

(Uorshippers” Ourcies
Remain true to the Solar way, act in a just manner at
all times, adhere to the truth in all things.

Sun Blessed (Iniciace) QDemoership
Requirements: Standard. Sun Blessed must have
Language (Solar Pelorian) at 50% or greater

Cult Skills: Influence, Courtesy, Lore (Law), Lore
(Antirius Theology), Persistence

Cult Spells: Bearing Witness, Detect Lie, Light
Common Divine Magic: All

Special Divine Magic: Elder Knowledge, Fateful
Omen, Halo, Sunspear

Sun Calkers (Acolyce) Qemoership
Requirements: Standard.

Sun Seers (Runepriesc) QDembership
Requirements: The Sky Dome Priest must have
achieved 90% or more in Lore (Law) or Lore (Antirius
Theology) or Language (Solar Pelorian).

Special Divine Magic: Justice is Served

Sun Spears (Runelord) QDembdership
Requirements: Standard

Divine Magic: Judgement

Special Benepics

Members of the cult of Antirius are blessed with
his serene light. The skin and hair glows as though
struck by the sun regardless of the weather. The glow
increases in brilliance as one increases in rank in the
cult. This has the detrimental effect of imposing a
penalty on Stealth tests by —10% for each rank held
in the cult (so Sun Spears are at —-40%). However, the
Influence test benefits by a bonus of +10% for each
rank held.

Sun Seers and Sun Spears may convert to the cult of
Antirius Imperator (see Cults of Glorantha Volume 1)
if they so choose. They lose the benefits of the Lesser
Sun cult, but gain all those of the Imperator cult.



Associaced Culcs
Buserian: Provides Detect Magic and Glamour
Arraz the Sun Servant: Provides Fight Disease

Dayzatar

Yelm’s brother, Dayzatar is the Pure God who remained
in the Sky Dome after Yelm came to touch the ground.
He is the leader of the Aesthetic Assembly, which
embodies perfection, and those who strive towards
perfection in their own lives offer him worship. His
dominion is the Sky Dome and all within it obey his
laws which were created with the agreement of Yelm.

Dayzatar’s worship is generally confined to Star Seers
and Yuthuppan priests, who possess the astrological
knowledge to be able to interpret his perfection in
human terms; however any who pursue perfection
might invoke his name or call upon his magic given
the right cult affiliations.

Members of the cult strive for perfection in all
things in their lives. Dress and personal grooming as
always immaculate. Perfect symmetry in clothing and
action is constantly sought. Indviduals with perfectly
symmetrical facial features (CHA 17 or higher) are
actively sought as members of the cult because they are
believed to have been touched by Dayzatar himself.

Sky Oome Ooservers (Iniciace) QDemdership
Requirements: Sky Dome Observers must undertake
the Five Tests of Truth to prove they are honest and
just. This is abstracted as a Persistence test at —20%
and the donation of 100 silver.

Cult SkKills: Influence, Lore (Astrology), Lore
(Astronomy), Lore (Antirius Theology), Persistence

Cult Spells: Bearing Witness, Detect Lie, Light

Common Divine Magic: Elder Knowledge, Fateful
Omen, Halo, Sunspear

Special Divine Magic: Star Frame

Sky Oome Charcers (Acolyce) embership
Requirements: Standard.

Sky Oome Priescs (Runepriesc) embership
Requirements: The Sky Dome Priest must have
achieved 90% or more in Lore (Astronomy) or Lore
(Astrology).

Divine Magic: Justice is Served

Sky Oome Travellers (Runelord) QDembership
Requirements: Standard

Divine Magic: Judgement

Special Benepics

All members gain an almanac and a robe. The almanac
has the owner’s birth chart inscribed into the copper
cover. The robe is midnight blue in colour and decorated
with a representation of the star frame. As the member
ascends in rank, constellations are stitched into the
robe in silver thread. Sky Dome Traveller cloaks are
garments of sheer, celestial beauty. At Charter level the
robe provides 1AP of protection, at Priest 2AP and at
Traveller 3AP. There are no skill penalties for these AP.

Associaced Culcs
Buserian: Provides Detect Magic, Glamour and
Celestial Divination

Murharzarm

The First Emperor and beloved of Yelm, Murharzarm
created Dara Happa and established its first cities. All
laws and traditions spring from Murharzarm’s words
and deeds, and whilst he is a god of emperors he is
also a god of all Dara Happan traditionalists and has
defied any attempts to codify a draconic aspect.

Murharzarm was Yelm’s son, though mortal, and he
created Dara Happa. His teachings were captured by
the Buserian scribes of his day and collected into the
Ten Teachings — one hundred and ten scrolls that outline
what makes a good Dara Happan and how the empire
should be run, mirroring the perfection of the Celestial
Court. Murharzarm is worshipped both as the founding
emperor of Dara Happa and as a god; he is therefore
entitled to occupy one of the primary positions on the
Gods’ Wall, and all worshippers of Murharzarm expect
to be treated as First Amongst Equals.
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Murharzarm’s cult is open to all Nobles. It teaches
pure, Dara Happan tradition, expecting its members to
live their lives as Murharzarm lived his: with honesty,
integrity, justice and rule. In current Dara Happa
Murharzarm’s worship is not as widespread as it once
was, but it is ardent in Elz Ast, Raibanth and Yuthuppa.

Runes
Fire, Man, Mastery

(Uorshippers
Nobles, military commanders, heads of Associations
and Leagues, those with serious political aspirations.

Worshippers Oucies

Embody pure Dara Happan ideals. Accept no other
form of life. Venerate the gods of the Celestial Court.
Restore the empire to Murharzarm’s kin and defend it
from its enemies.

Inraiace (Demdership
Requirements: All initiates must be Dara Happan
members of the Noble caste and be in good standing.

Cult Skills: Influence, Lore (Dara Happa), Lore
(Murharzarm’s Ten Teachings)

Cult Spells: Fireblade, Thunder’s Voice
Common Divine Magic: True Spear

Chird Imperial Son (Acolyce) QDemoership
Requirements: Standard

Special Divine Magic: Light of the Heavens

Second Tmperial Son (Runepriesc) QDembership
Requirements: Standard

Special Divine Magic: Noble Mantle, Radiate

[irsc Imperial Son (Runelord) QDembership
Requirements: Spear or Sword skill 90% or higher;
must dedicate 1 point of POW permanently to
Murharzarm’s memory

Common Divine Magic:

Special Divine Magic: Noble Mantle, Radiate

Special Benepics

Worshippers gain Murharzarm’s protection from
outsider magic. Initiates gain a +10% bonus to
resistance tests; Third Imperial Sons gain +20%,
Second Imperial Sons gain +30% and First Imperial
Sons gain +40%.

Associaced Culcs

Yelm provides Cloud Clear

Lodril provides Earthwarm

Raiba provides City Harmony (Raiba)

Raiba, City God of Raibanth

Raiba is the spirit of Raibanth, created by Murharzarm
when the city was raised, and sealed to Dara Happa
with the building of the Bridge of Luxites that spans
the Oslir River. Raiba is thus both ‘above’ and ‘within’
Oslira, allowing the City God to control Oslira’s
inherent power whilst being tied to her nature.

In the time of the Golden Dragon Society Raiba’s
worship has been effectively sidelined; spiritual
protection of the city falls to the Golden Dragon and
worship is confined to certain Leagues who patrol Inner
Raibanth, and various Dara Happan traditionalists who
refuse to let Raiba’s influence be diminished simply
because the dragon occupies the throne.

Raiba’s worshippers are circumspect and low-key. The
great shrine to Raiba within the Imperial Footrest is off-
limits to most worshippers, and so countless tiny shrines
have sprung up across the city: blocks of stone, small
ziggurats of pebbles, and so forth. Worshippers offer
whispered prayers and through them Raiba prevails.

Runes
None

(Uorshippers
Raibanth citizens

(Uorshippers Ourcies
Protect the First City, maintain Dara Happan Purity,
never forget that the city protects and endures.



Inaiace (Demdership
Requirements: Initiates must speak Solar Pelorian
at 90% or greater and have been residents of Inner
Raibanth for at least two years. An initiate’s first duty
is to create a new shrine to Raiba and consecrate it
with water from the Oslir.

Cult Skills: Lore (Raibanth)
Common Divine Magic: Consecrate

Acolyce (Demdership
Requirements: Standard, plus acolytes must have
been resident in the city for at least 5 years.

Cult Skills: Lore (Raibanth)

Common Divine Magic: City Harmony (new Divine
Spell, see page 79)
Magiscrace  of  Rawa  (Runepriest)
(Membdership

Requirements: Standard, plus Magistrates must have
been resident in the city for at least 10 years.

Cult Skills: Lore (City Secrets)

Common Divine Magic: Protection of the Gods
(Raiba)

Champion of Raiva (Runelord) QDembership
Requirements: Standard, plus Champions must have
been resident in the city for at least 15 years.

Common Divine Magic: Penitent Sacrifice

Special Benepics

Members of the cult gain a bonus to their Influence
when using it within Raibanth. Initiates gain a
+10% bonus to Influence tests; Acolytes gain +20%,
Magistrates gain +30% and Champions gain +40%.

Associaced Culcs
Oslira provides Command Naiad and Command
Undine

Murharzarm provides Noble Mantle

Sagittus, God of Archers

Sagittus is the Dara Happan God of Archery. Before
becoming the Archer, his name was Urengerum, the
city god of Elempur, but it changed when the god
descended to the underworld to find Yelm and seek his
advice on how to defend his people from the predations
of the Ram God.

Followers of the cult are trained to become master
archers. The cult is popular throughout the Dara
Happan tripolis of Raibanth, Yuthuppa and Alkoth,
even though Sagittus is a patron god of Elempur. Its
popularity, although of limited influence, is as a result
of a plan first put into practice by Emperor Urvairinus.
This plan was for every Dara Happan man, Noble
and Commoner, to take part in his army, and this plan
has been perpetuated, in varying degrees, throughout
history. The cult’s enemies include those who associate
with the spirits of the ancient Ram People; the deities
of the digijelm (trolls) are also hated for the many
blows struck against the Empire.
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This cult is centered around the Great Temple in
Raibanth, with major temples in Elempur, Alkoth and
Yuthuppa. Small shrines to Sagittus can be found in
nearly every Yelm temple in the Oslir valley. The court
position of Imperial Archer for Dara Happa is always
filled by a Rune Lord of Sagittus.

Runes
Air, Motion

(Uorshippers
Archers and warriors from across the Dara Happan
armies.

Worshippers Oucies

Become masters of the bow. Defend the empire. Defeat
the Ram God and its associates. All worshippers are
banned from learning the spell Darkwall or any other
spell that hinders sight.

QDarksman (Iniciace) QDemoership
Requirements: Standard. All candidates must succeed
in tests in the skills of Bow Attack, Craft (Fletcher)
and Dodge. The sacrifice of a lamb at initiation is
mandatory.

Cult Skills: Bow, Lore (Sagittus), Perception
Cult Spells: Firearrow, Multimissile
Common Divine Magic: Acute (Sight)

Bow (Mascer (Acolyce) (emdership
Requirements: Bow Masters must have 90% in any
Bow Attack, Solar Pelorian and three of the following
skills:Perception, Lore (Animal), Craft (Fletcher),
Craft (Bowyer), Dodge. They must have been initiates
in good standing for five years and must prove they are
capable of teaching others how to use the bow. Bow
Masters are expected to dedicate 90% of their time and
income towards the cult with teaching a fundamental
part of this time. Bowmasters receive a gilded bow
(for ceremonial purposes only), various regalia, and,
usually, a command position in whatever auxillary
unit the shrine is associated with.

Cult Spells: Pierce
Common Divine Magic: Airway, Keen Sense (Sight)

Imperial Archer (Runetord) (Dembership
Requirements: As for Bow Masters, but the Imperial
Acrher must have distinguished himself in battle in
defence of the empire. Furthermore he must have
undertaken a pilgrimage to Elempur and spent ten
days and ten nights alone in the ruins in contemplation,
abstracted by successful Resilience, Persistence and
Lore (Sagittus) tests.

Cult Spells: Pierce
Common Divine Magic: Airway, Keen Sense (Sight)

Special Divine Magic: Bow of Dominion (new spell,
see below)

Special Benepics

All members of the cult can parry missile weapons
launched at them with any other weapon instead of just
a shield. Additionally they gain a bonus to Dodging
missile attacks: Marksmen gain a +10% bonus to
Dodge tests; Bow Masters gain +20%, Imperial
Archers gain +40%.

Associaced Culcs
Urvairinus provides Extension and Heal Wound

New Solar Oivine
Spells

Bow of Dominion (Sagittus)
Duration 15, Magnitude 2, Touch

The spirit of Sagittus is channelled into the caster’s
bow, transforming it into a devastating divine weapon
for the spell’s duration. The caster’s Critical range
is doubled, arrows fired from the bow ignore all
mundane and natural armour (magical armour protects
as normal).



City Harmony (Raiba)
Area Special, Duration: Concentration, Magnitude 1,
Permanent, Progressive, Resistance (Persistence)

City Harmony can only be cast in the city. Every point
of Magnitude affects a 3m radius and cause those
affected to become passive and relaxed, ceasing any
violence or confrontational activity. It counters emaotion
affecting spells such as Demoralise and Fanaticism if
the emotion spell is weaker in Magnitude than the City
Harmony casting.

Star Frame (Antirius, Buserian)
Duration 15, Magnitude 1

Even with the sun at its highest the constellations
of the Sky Dome are revealed to the caster allowing
him to perceive the stars and the framework they
form according to Antirius’s laws. By spending a few
minutes in contemplation of the Star Frame all Lore
skills are doubled for the spell’s duration.

Associacions and
Lcagues

Ten separate Associations and Leagues are provided
below. Many more exist, but the selection given
here offers a good range of examples for use in Dara
Happan stories.

Oslira River Union

Representing the Leagues plying the Oslir River, the
Association of Oslira venerates the river goddess
above all others and benefits from specific river magic
that lends the Association command over the entire
river. The Association has been under the scrutiny
of the Golden Dragon Society in recent years, due
to the presence of Lorenkarten the Mile in Alkoth.
This Great Dragon commands his own influence over
Oslira and although the Association and Lorenkarten
have not come into conflict, relations are strained at
best. The Association of Oslira is based in Elz Ast but

has representation in each city of the empire, usually
based close to, or in, the Oslira temple.

Device: The Blue Serpent snaking across the sun
emblem of Yelm.

Owine Magic
All divine spells provided by Oslira.

Rune (Magie
Liquid Constrictor, Undine Form

Skilts Caughc
Boating, Shiphandling, 1H Weapon (Scimitar), Lore
(Oslir River)

Avhentir League

A warrior order providing city protection within
Elz Ast, as well as inland mercenary functions for
overland traders and adventurers. Avhentir League
members are closely associated with Shargash and
Murharzarm cults although anyone with a flair for
combat is welcomed to the ranks. The League has a
fierce reputation for being uncompromising in battle,
especially against digijelm and raiders from Rinliddi.
It has an active anti-draconic stance but takes care not
to allow its policies influence the Oslira River Union’s
overall position in society.

Dress: Orange coat worn over a white tunic and
trousers. The coat is embroidered with a scimitar
across its back.

The Ironsun League

A martial order responsible for protecting both the river
and its traders from harm. The main base is in Raibanth
but with representations in Elz Ast and Yuthuppa.
The Ironsun League also maintains hostels and way
stations along the entire length of the Oslir, located
at ten kilometre intervals. These outposts maintain
shrines to Oslira, Murharzarm and Urvairinus as well
as offering lodging and food to all who are prepared to
pay. Association members gain a 10% discount.

Dress: Blue robes worn over orange kilts.
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Cogs of Lokarnos

Merchant adventurers skilled in the ways of the river
and exceedingly knowledgeable about its inhabitants,
especially in the remote southern stretches where
Darjinn river pirates prey on boats bound for Alkoth.

Dress: Bright blue tabards worn with pleated kilts of
purple and gold trim.

The Association of Harmonious Intent
An old Association, its five Leagues are known as the
Land Leagues because they are named for the five
Golden Age kingdoms when all within Dara Happa
was harmonious and peaceful. The Association intends
to restore this golden age in whatever way, and by
whatever means, it can. This typically means driving
the EWF from Dara Happa but extends to conquering
Darjinn and central Pelanda, placing the Association
at odds with Carmania.

The Association maintains very strong links with the
cult of Murharzarm.

Device: A pair of scales surmounting a measuring
stick (‘khet”) embroidered onto the right sleeve of the
over garment.

Owine Magic
All divine spells known to Murharzarm’s cult.

Rune (Magie
Good Fortune, Heal, Protection

Skilts Caughc
Influence, Perception, Lore (World), Lore (Dara
Happa)

The League of Eskervonlath Perfection

A League of solar mystics who strive to emulate the
perfection of the Solar court without impinging on the
divine perfection of the emperor.

Dress: A shirt of dazzling white cotton, a representation
of the sun stitched into the fabric between the shoulder
blades.

The League of Jarasanian Action

Warriors and mercenaries who, taking the same
mystical approach as the League of Eskervonlath
Perfection, seek to become masters in their chosen
weapons and means of warfare.

Dress: A necklace of bronze or gold. An over-robe of
heavy black linen stitched with dark green trim.

The League of Mastinic Transformation

To restore the Golden Age the land must be
transformed. This League of scholars seeks the sacred,
hidden knowledge that will allow the Celestial Court
to manifest once more in Dara Happa.

Dress: The robe skirt is cut in an asymmetrical design
rising on the right hip. The left hand side of the skirt is
pleated four times.

The Most Brilliant Suvarian League

The Suvarian nobles of Yuthuppa represent the Solar
brilliance throughdiplomacy and harmonious interaction
with many other Associations across the empire.

Dress: A skull cap of vibrant red and yellow. The sleeves
of robes and shirts are dyed with identical colours.

The Serene League of Zarkos

Each family of the Serene League has achieved a
perfect understanding of one of the gods found in
either the first or second row of the Gods’ Wall and
uses its knowledge to effect transformation within its
own territories.

Dress: The constellation of Zarkos embroidered in
silver on the right breast of every robe and shirt.



The Far Cry Society

This Association represents internal Dara Happan
diplomatic efforts, providing a vital liaison between
the Golden Dragon Society, certain, errant, EWF
mystics (in other words, the Eternal Dragon Ring),
and those Associations that have no truck with the
Wyrmfriends. Its member Leagues are skilled in the
cross interpretation of Solar and draconic principles
and are backed by the intense militarism of the Far Cry
Mercenaries — for those times when straight diplomacy
requires a harder edge.

It has minor representation in Raibanth but is most
active in Alkoth where the Dead Emissaries have
negotiated keenly with Lorenkarten the Mile.

Device: The Golden Trumpet of Yelm

Owine Magic
Soul Sight, Spiritual Journey

Rune (Magic
Glamour, Golden Tongue

Skilts Caughc
Courtesy, Influence, Lore (Dara Happan Traditions)

Far Cry Carriers

Adventurer diplomats active across Dara Happa, this
is a League of skilled communicators and arbitrators
who have a keen understanding of numerous political
situations and their consequences. Well connected with
the Golden Dragon Society, the Carriers are viewed
with suspicion by Dara Happan traditionalists.

Dress: Saffron robes worn with straight skirts. The
skirts are typically adorned with swirling patterns
of green, orange and blue, reflecting the complex
interactions of land, river and heaven.

Far Cry Mercenaries

A small league of warriors sympathetic to both Dara
Happan and draconic paths. Far Cry mercenaries have
good connections with the cult of Sagittus and the Sun

Dragon cult. They offer armed support to the Far Cry
Carriers, the diplomats of the Association.

Dress: Similar to the Far Cry Carriers, but with a
green jacket worn over the main robes.

The Dead Emissaries

Alkothi diplomats and courtiers of the Red King, the
Dead Emissaries represent both the intentions of the Far
Cry Association and Alkoth as a city-state. The emissaries
claim to be loyal to both traditional Dara Happan
values and draconic progression. For some reason, the
dragonewts resident in Dara Happa refuse to have any
dealings with any other diplomats or emissaries.

Dress: Black robes worn over white, pleated kilts. The
greater the number of pleats, the higher the standing
in the League.
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The Golden Dragon Society

The Golden Dragon Society is the political
representation of the EWF in Dara Happa. Its members
are EWF traditionalists, Dara Happans who have
embraced the draconic way without reservation, and
dragonewts from the dragonewt nests centred around
Dara Happa. The Golden Dragon Society makes
a habit of assimilating those families and Leagues
that are rejected or shunned by other Associations,
taking advantage of their alienation to convert them
to the draconic path. Members are allowed to worship
either draconic or Solar cults, but must recognise the
legitimacy of the Golden Dragon emperor and the
draconic nature of Yelm as a condition of membership.
Once a League has made this recognition, which takes
the form of acomplex vow and oath (in Auld Wyrmish),
its conversion to the draconic path is complete and the
League elders are automatically taught certain dragon
dances and magics.

The Golden Dragon Society pretends to exercise a
benevolent influence over Dara Happan society, but
its members occupy such high positions that its true
nature — the effective government of Dara Happa
— is in no doubt. Despite the wars marking the end
of Dismathuyar’s emperorship, the Golden Dragon
Society has refrained from open, internal conflict with
the traditional Dara Happan Associations in order
to maintain its benevolent pretence. Golden Dragon
Society agents operate far and wide in Dara Happa,
Darjinn, Rinliddi and Kostaddi, usually in the form of
Hunting and Waltzing Bands, making new converts at
every opportunity. The Society espouses the dualism
of Solar and draconic, with the ascendance of the
latter as proof of Yelm’s intrinsic, draconic nature.
The Golden Dragon Society believes that the Sunstop
during Khorzanelm’s rule marked the start of Yelm’s
acknowledgement of a True Dragon aspect.

Naturally enough the Golden Dragon Society has
extremely close ties with the cult of Sun Dragon.

Device: The dragon swallowing its own tail, set above
a blazing crown of the sun.

Oraconic Magic

Become Draconic Wyrm, Bone Ridges, Bone Singing,
Brand Traitor, Combat Meditation, Draconic Prophecy,
Flamesight, Inspiration, Lesser Fire Resistance, Mystic
Sight, Royal Grace

Skills Caughc

Artistic Expression, Courtesy, Dance, Draconic
Illumination, Influence, Lore (Solar Draconisation),
Martial Arts

The Golden Dragon Society has no separate Leagues
in the traditional Dara Happan way, although many
families are devoted members to its teachings,
accepting different aspects of its canon in different
(and sometimes conflicting) ways.

The Quarters Association

This is an old, highly respected and powerful
Association that comprises of four Leagues, each
being named for one of the four Overseers named
by Yelm when he defined the universe. The Quarters
association aims to represent the whole ethos of Dara
Happan society, including its draconic aspects, in
a balanced and inclusive way. It welcomes Nobles,
Citizens, Half Citizens and Newcomers alike, and
promotes tolerance and justice through understanding,
co-operation and trade.

Despite this somewhat eclectic philosophy it cleaves
closely to traditional Dara Happan teachings, drawing
inspiration from the Anaxial and Khordavu dynasties.
It tries not to reject strict Murharzarmic teachings, but
finds its general ethos steering away from the rigid
codes that have made Dara Happa often impenetrable
to outsiders.

Device: A compass rose, made of gold or bronze, worn
on the breast, lapel or hat.

Owine Magic
Heal Body, Heal Wound, Fidelity

Skilts Caughc
Courtesy, First Aid, Healing, Influence, Lore (Dara
Happan Traditions)

Ashartcha League

Keepers of Wisdom, the Ashartcha League are scholars
and Tenths based in Elz Ast.

Dress: The left sleeve is always coloured in alternating
stripes of brown and orange. The hem of the robe is
always black.



Indarthrud League

Keepers of Insight, the Indathrud League are physicians
based in Elz Ast and Riabanth.

Dress: A conical, brimless hat with a green band at
the base.

Nemarthshar League

Keepers of Strength, this the mercenary League
providing protection to the rest of the Quarters
Association

Dress: Arms are never covered. Every hem of the
garment is stitched with a red and blue zig-zag.

Vanarthurd League

Keepers of Sovereignty, this is a League of noble
traders who deal exclusively in the knowledge of the
Ashartcha and Indarthrud.

Dress: A robed skirt with ten pleats, each alternate
pleat stitched with the rune of Yelm.

The Ring of Impenetrable Jade

Based in Alkoth, the Ring of Impenetrable Jade seeks
to promote Alkoth’s fortunes despite its contrary nature
as a city of the dead. The Leagues involved in the Ring
are drawn from both Solar and EWF sympathisers. The
nominal head of the Ring is the Green King although he
has little to do with day to day affairs and involves himself
only when disputes or major decisions need ratification.

Device: A ring of jade, chased with gold, worn on the
index finger of the right hand.

Owine Magic
Consecrate, Extension

Rune (Magic
Glamour, Golden Tongue

Skilts Caughc
Courtesy, Influence, Lore (Alkoth)

The Brand

Warrior-monks of Alkoth the city god who believe
that their deity’s place in the Solar pantheon is sadly
maligned. Rumoured to be heavily influenced by
members of the Eternal Dragon Ring.

Dress: Hooded robes of jade-green and ash-black
linen, pleated at the front and rear.

The Trace

A League of Alkothing diplomats charged with
wandering far and wide to represent Alkoth’s
interests and discover what the outside view of the
jade city truly is. The Trace describes Alkoth only in
its mythical significance rather than in its grounded
reality, maintaining that this is the only way it can
be accurately described. Those who have visited
Alkoth following meetings with The Trace have been
somewhat shocked to learn of the city’s real nature.

Dress: A silver torque worn on the left wrist, and a
sash of brilliant cloth-of-gold tied in a strange double
knot around the waist.

The Glaive

A League consisting of mercenaries, honour duellists
andstrategic specialists who seek to strengthen Alkoth’s
military position, despite its already impregnable
nature. They do this by including Hellmen amongst
their ranks in a bid to frighten any would-be enemies.
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Dress: A short, green and black tunic with yellow
stitching at the hem. Sandals are always dyed black.

The Ten-Fold Fellowship

A trading association that brokers knowledge, secrets
and mysticism as much as it brokers solid merchandise,
the Ten Fold Fellowship has ten Leagues as part of its
membership. Whenever a League leaves, the Fellowship
disbands officially, but pursues new membership so that
it can restart. Where the trade for physical product is
concerned, the Fellowship specialises in jewellery and
ceramics, all made to the secret and well-guarded Power
of Ten formula which claims to have been devised by
the Ten Worker Gods and is the fundamental sequence
for the Imperial Regalia. Knowledge of the Power of
Ten formula could, ostensibly, lead to the creation of
a completely new regalia to supersede that used in
the Ten Tests of Empire; hence, the Golden Dragon
Society is always keen to uncover the essential nature
of the code, thereby preventing any but Golden Dragon
Society members from taking the Ten Tests. So far, the
Power of Ten has remained a mystery, locked in the
well-hidden, well-protected tomes that the Ten Fold
Fellowship controls.

League membership depends entirely on discretion
and wariness of the draconic path. The Fellowship has
never rejected outright the legitimacy of the Golden
Dragon, and for this reason its existence has endured;
but it never accepts any League that has been, or is,
part of the Golden Dragon Society, or has displayed
any desire to fully embrace the draconic path.

Device: A ten pointed star set against the sun.

Owine Magic
Soul Sight, Spiritual Journey

Rune (Magic
Endurance, Fate

Skilts Caughc
Perception, Lore (Dara Happan Traditions), Lore
(Diplomacy)

The Human League

Humanitarians who seek to reintroduce the Dara
Happan traditions to those who have become
disillusioned with the draconic path, the Human

League is a combination of healers, mystics and
fundamentalist priests. Its central doctrine is that the
draconic path s too difficult for the average person to
tread and leads only to distance from Heaven.

Dress: A simple toga of red cotton, fringed with gold,
and blue sandals. Human League members typically
carry staffs painted red.

The Brotherhood of True Worth

A mercantile League trading in astrological knowledge
and insight, it is extensive in Yuthuppa and has close
links with the cult of Dayzatar. All its activities are
based on a combination of astrological projection and
complex numerology, the latter being based completely
on codes found within the Power of Ten formula.

Dress: Robes of midnight blue, decorated with stars
of silver.

Fellowship of Astral Realisation

The Fellowship basis its scholarly activities on fully
codifying the Power of Ten formula. It id dedicated to
the formula’s study through both mystical insight and
martial training. Its members are therefore Star Seer
Warriors, skilled in the Ten Step Martial Way, a martial
art based on the movements of the constellation in the
Sky Dome. Practitioners of the combat style usually
chant aloud the governing mantras of the Power of Ten
formula as they engage an enemy.

Dress: Blue and yellow togas cut into a distinctive,
asymmetrical style and embroidered with encoded Solar
Pelorian mantras based on Dayzatar’s teachings.

The True Dragon Chroniclers

A society formed in the past fifteen years dedicated
to reconciling the solar and draconic pantheons
through detailed study of both dragonewt and draconic
behaviour, in conjunction with a highly controversial
study and reinterpretation of the Gods’ Wall. The True
Dragon Chroniclers are relatively small by Association
standards but have gained the membership of several
Leagues in recent years as the power and majesty of the
Golden Dragon emperor has been steadily embraced.

Device: A signet ring of bronze cast in the shape of a
dragon eating its own tail.



Rune (Magic
Dragon Breath, Dragonscales

Skilts Caughc
Lore (Dragonewt)

The Scaled Friends League

A League of merchant families based around Raibanth
who have embraced the draconic tradition and
established tentative trade links with the dragonewt
cities that have sprung-up in the area.

Dress: A dragon embroidered along the left sleeve of
the green robe, its maw engulfing the shoulder.

The Sun Golden Society

The League of priests conducting the research and
reconciliation into the Gods’ Wall; blamed for defacing
certain rows of the tableau with garish draconic imagery.

Dress: A dragon rising from an egg, embroidered
to the left breast. The hems of sleeves are stitched
with an elaborate (and incorrect) variation of the
OUROBOROS mantra.

Gold Scale Questers

The Raibanth-based mercenary families who have
dedicated themselves to understanding draconic
mystical combat techniques. Reviled and feared in
equal measure.

Dress: The right sleeve of every garment is dyed black
and is precisely half the length of the left sleeve, which
is stitched with gold.

The Unquestionable Society of Lodril
An Association of master artisans and merchants that
are as earthy and base as the god they venerate. The
Unquestionable Society produces and trades all items that
value function over form and the only decoration to adorn
any Unquestionable Society is Lodril’s seal: a highly
stylised representation of Lodril’s face that renders the item
unbreakable. The magics involved in making the seal are
known only to the Association’s members, but counterfeit
versions of Unquestionable Society goods nevertheless
find their way into Dara Happan markets, usually carrying
anti-breakage magic that is as inferior in its power as the
items are in their quality of workmanship.

The mercantile League of the Society marks all its
contracts with an inscribed version of the Lodril
seal, making each contract an inherently irrefutable
binding contract. Those Leagues trading regularly
with the Unquestionable Society are happy to accept
these terms, but those who believe they can renege on
the deal find ruination visited upon their business and
subsequent business dealings. The Golden Dragon
Society and the True Dragon Chroniclers avoid
Unquestionable Society contracts with the same,
slippery hatred usually reserved for God Learners.

Device: A stylised version of Lodril’s face

Owine Magic
All divine magic available through the cult of Lodril.

Rune (Magic
Detect (Metal), Repair

Skilts Caughc
All Craft skills.

The Venerable League of Potters
Potters, vase and urn makers.

Dress: Simple robes of earthy shades, secured with a
wide leather belt set with ten brass studs.

Elz Ast Carpenters’ Formulary
Carpenters, boatwrights and shipwrights

Dress: As for the Venerable League of Potters, but
matched with a leather apron studded with ten brass
studs.

Lodril's Travellers

Mercantile League, running both overland caravans
and river convoys. The Travellers trade only
Association goods, shunning any others. ‘Gaudiness
is not Godliness’ is their motto. The Travellers are
renowned for exceptional punctuality.

Dress: As for the Venerable League of Potters, but matched
with a leather coat studded with ten brass studs.

Drivers’” Society

Camel breeders to the Travellers, the Drivers’ Society
are expert caravanserai and frequently employ Avhentir
League mercenaries for protection.
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Dress: As for the Venerable League of Potters, but
matched with a leather cap and belt studded with ten
brass studs.

Vital Words of Antirius

An Association of advocates and scroll-makers, the
Vital Words of Antirius is dedicated to chronicling
the complete Law of Yelm in a work it calls The
New Book of the Sun which, when finished, will
set out every law, precept, precedent and variation
with perfect clarity. Despite its name the Association
venerates Buserian as much as it venerates Antirius,
and its members study draconic mysticism to be sure
that a complete interpretation of Yelmic Law is being
prepared. Where doubt exists over how Yelm’s word
or the word of the emperor should be interpreted, the
Vital Words of Antirius can be relied upon to offer the
definitive interpretation.

In its quest to locate every possible piece of Yelmic
canon, the Association makes regular use of adventurers
and covert agents to locate and obtain information.
League members therefore include those skilled in
spying and theft as well as advocacy and scripture, and
the secrets of every other Association are considered
fair targets for the Association’s endeavours.

Device: The Great Celestial Eye of Antirius set into a
ziggurat

Owine Magic
All divine magic available through the cults of
Antirius.

Rune (Magie
All rune spells available through the cults of Antirius

Skilts Caughc
All Dara Happan Lores, Solar Pelorian.

Friends of the Beholding Eye

Buserianic scholars and cartographers who claim to
have mapped the whole of Dara Happa and must now
map both Heaven and Hell. It seeks adventurers to
voluntarily enter the various hells of Alkoth, scrolls
and quills in hand, in order to compile accurate notes.

Dress: Short tunics of green cotton worn with togas of
orange, trimmed with small bells.

Preceptors of the Spoken Word

Calligraphers, chroniclers and advocates, the Preceptors
are experts in Yelmic, Antirian and Murharzarmic laws.
Their great libraries in' Yuthuppa and Raibanth are foremost
repositories of Dara Happan history and learning.

Dress: Long, black, sleeveless coats worn over white
robes. Every Preceptor wears a gold or silver headband.

Antirius Adventurous League

A League of adventurer scholars, the Anitirius
Adventurous League is akin to a full adventuring cult
with a distinctly scholastic agenda. They are as keen
to hire new adventurers as they are to send their own,
especially those adventurers who value learning and
truth above treasure and glory.

Dress: Functional tabards of blue and green worn
with pleated kilts of black and silver trim.



A DOOR
WOQANS SON

111,909, Sea Season

It starts with three things: a ball of mud, the dragonewt
who finds it and the dream the dragonewt has when
it turns its Byzantine mind to contemplating the mud
ball. Here is how it begins.

One fine morning, whilst grubbing for secrets by the
bank of the Oslir River, a dragonewt calling itself | See
Stories turned-up a mud ball. It was not large, perhaps
the size of a good, ripe plum, but it was very round
and clearly hollow — not made all of mud as mud balls
usually are. | See Stories contemplated the mud ball
for several days, sitting there by the river, pondering
on whether taking it back to the nest would be Right
Action or not. Eventually it decided it would be Right
Action and so the dragonewt popped the mud ball into
its pouch and continued looking for more secrets. It
found none, and so returned home.

Greetings.

I am called | See Stories and | am a dragonewt.

| See Stories decided that it would have a dream,
because that seemed like a fine thing to do after going
grubbing for secrets, and so the dragonewt closed its
eyes and went forth in its mind to the dream places. It
dwelled there a while, had its dream, and then returned
to the mundane world. At once it went in search of
tools with which to write, for | See Stories was of
the Priest stage and quite capable of this form of
communication. Here is what it wrote.

It copied the letter several times and then went forth
into the great and splendid city of Raibanth, bowing
to the Golden Sun Dragon who occupies the Imperial
Footrest, but otherwise | See Stories was occupied
with its task. It stopped at several houses and delivered
a copy of the letter to each. Then, because it had done
its own errand, the dragonewt went back to its nest and
waited until the appointed time.

You should come to meet with me at sunrise on the east bank of the Great Snake River, where the three
bushes form a triangle, in two days time because it would be a Good Thing to meet and because | have an
errand you must run for me. This is a very important errand and it cannot be entrusted to either a Crested
or a Beaked dragonewt so humans it is. My name is | See Stories.

I can promise you that you will not be eaten or harmed. | can promise you that you are the Right Person
for the errand because | have dreamed it and dreams do not lie. It is not a long errand and it is not a short
errand. But it is an errand. You must do this errand for me because | have dreamed it and dreams do not
lie. I will meet you in two days time. You will recognise me and | will recognise you.

Regards,
| See Stories

PS: | am a dragonewt.
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Che Appoinced
Cime

Each of the characters has received a copy of | See
Stories’ letter. They are bound to be perplexed because
it is odd for dragonewts to write and even more odd
for them to write invitations to humans. No one saw
the letter being delivered and investigations draw
a complete blank. It is possible that some guard
or underling has seen a dragonewt or two abroad
in Raibanth but, in these days of the Golden Sun
Emperor and his Wyrmfriend allies, it is hardly
remarkable. Magical tests on the letter confirm it is
genuine, but written in a strange kind of ink that defies
categorisation. The Great Snake River is the mighty
Oslir, although only dragonewts would ever refer to
it as such. The place where the ‘three bushes form a
triangle’ is easy enough to locate and, at the appointed
time — sunrise - the characters arrive to find | See
Stories waiting for them.

The dragonewt is a tailed priest. Its skin is bright
yellow and covered in irregular patches of dark green.
Its neck wattle is a dull-red, like the mud of the
riverbank, and its tail is long and very splendid. It sits
in the lotus position with one arm wrapped around its
eyes. It hums to itself a strange tune that rises and falls
but is quite pleasant to listen to. | See Stories does not
move until all the characters have assembled and then
it removes its arm from across its eyes, stops humming
and regards the characters in turn for a very long time.
Finally, it speaks.

‘Hello. I am | See Stories. | am a dragonewt. | can
speak to you because | have reached that part of my
path where | am permitted to do so and this is a Good
Thing because through speaking we can learn very
much indeed. But not today.

‘I had a dream recently and you were in it. Yes, all of
you. And some others, but mostly you. In the dream
| desired to have a Prayer Box made by one of the
woodworkers of the city and you went to fetch it for me
and | was very pleased with it. So that is your errand.
You will go to the woodworker who lives in the third
village of the west bank south of the Footrest. You will
ask him to carve for me a Prayer Box. | do not know

what prayers | will put in it yet. Probably none. But |
shall have the box all the same.

‘I will pay you for your time. Here is gold. You do not
use gold to pay for the Prayer Box. You pay with mud.
See — | have some mud here.’

The dragonewt produces the mud ball it found whilst
grubbing for secrets. It also gives each character a
single gold coin that has the symbol of Yelm on one
side and the symbol of Dendara on the reverse.

‘When the Prayer Box is ready bring it to me here. |
will know when it is ready because | will dream it.’

And, with mud ball and gold dispensed and the errand
described, | See Stories returns to its meditations, this
time standing on its hands with its tail wrapped around
its eyes; it does not enter into any further discussions
and hums to itself, oblivious to any attempts to engage
it in further conversation.



Overcoming Objections

The proud people of Dara Happa do not like to be
commanded or used as errand runners, especially
for the likes of dragonewts. Whilst the payment of
gold might be enough of an incentive to engage the
characters, some may be sceptical or suspicious of the
dragonewt’s motives, preferring to take the mud ball
and gold and go about their usual business without
bothering to trouble themselves with lowly carpenters
and things such as Prayer Boxes (which are a common
fetish amongst the Low Folk of the Dara Happa river
valley, and disdained by the more highly cultured
people of the cities). If such objections are raised, here
are some ways of countering them.

o} Although they have been chosen to run ‘an
errand’, Tailed Priest dragonewts are powerful
mystics amongst the dragonewt people. Whilst
their behaviour is still bizarre by human
standards, they are the most communicative
of any dragonewt stage and are generally
considered to be trustworthy.

o} The dragonewt is effectively placing itself in
the characters’ debt by engaging their help.
Dragonewts do all they can to avoid being
in debt, so this errand is clearly of some
importance.

o} Dragonewts can offer great rewards of magic
and knowledge to negate their debt. These
pieces of gold might herald more substantial
rewards (even though the gold is still a
substantial payment).

o} Dragonewts are said to be the beloved of the
Golden Sun Dragon. Whilst the characters may
have few sympathies with the draconic emperor,
he is still the emperor. This could be a cunning
test that, if not completed, has repercussions
for those still faithful to Yelm, rather than those
faithful to the EWF who occupy Dara Happa.

o} If any of the characters decide to consult the
priests of their cult(s) before undertaking the
task, they find that every priest, despite the
involvement a dragonewt, can find nothing but
auspicious omens when contemplating what
I See Stories is asking to be done. Perhaps
the dragonewt is genuinely interested in

traditional Yelmic values? If so, then it should
be encouraged, rather than hindered.

Essentially any major objections need to be overcome.
Dara Happa’s future hinges upon it.

The Mud ball

The mud ball is a globe of baked red mud about the
size of a large plum or a small apple. The indentations
of the maker’s thumbprints are evident on its surface,
but the object is not a fine work of art by any means;
simply a ball of rolled and pressed riverbank mud with
a rough surface and no finesse. It is also hollow and
rattles if shaken.

The mud ball is an intensely magical object. It was
created at the same time as the Gods’ Wall by Lodril
and at Yelm’s instruction, and was hidden in the wall
itself, perhaps as part of the carving. When the Great
Flood engulfed the world, it ripped many impurities
from the Gods’ Wall and dissolved them, but not
the mud ball, which it washed across the land and
deposited it where the dragonewt found it. The mud
ball is therefore as old as the world and formed from
Lodril’s own hands and for a singular purpose foreseen
by Yelm himself.

It resists any detection magics cast upon it. Neither can
it be cracked, split or opened by any of the characters,
even if struck by weapons, hurled at a wall with force,
submerged in boiling water, or blasted with the most
powerful divine spells. The characters may assume this
is dragonewt magic but it is not. The magic protecting
the mud ball is of an ancient and potent kind that none of
the characters have the ability to penetrate, and only two
individuals in the entirety of Glorantha can overcome.

The mud ball contains seven clay torpedo-like pellets,
about the length of a fingertip. Etched onto each pellet
are aseries of impossibly small letters in Solar Pelorian.
The script is unintelligible to the characters, and only
two men can read and understand what they say. A
detailed explanation is unnecessary, but a summary of
their import is essential.

o} The first pellet proclaims that only a true heir
to the Imperial Throne, a true son of Yelm, can
open the mud ball. Thus the reader stands in the
presence of greatness.
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The second pellet identifies that the Son of
Yelm is of humble status but noble blood.

The third pellet outlines that the Son of Yelm
will command great armies to reclaim the
Sacred Lands

The fourth pellet describes how vows will be
made and broken.

The fifth pellet describes how old enemies shall
be embraced but new ones made

The sixth pellet describes how the Ten Tests
must be taken to prove to all in the world that
the Son of Yelm is who he claims to be.

The seventh pellet describes that those who
brought these messages to the Son of Yelm are

the Seven Servants reborn.

‘Che Seven Servancs

In 111,221 Khordavu became the first emperor
since beloved Manimat to wear the Mantle
of Sovereignty which had been pursued by
the empire’s many enemies and great evil.
Donning the mantle Khordavu claimed his
greatness and so was attended by the greatest
men of the land: heroes from Alkoth became
his bodyguard; the most learned priests of
Yuthuppa became his religious counsel; and
the Seven Servants became Khordavu’s agents
in the world and did his bidding, helping him
to dispense Great Wisdom and Justice.

This is a profound status for the characters.
Although they have lived their lives oblivious
to their true natures, they are the Seven Servants
reborn, just as Karvanyar is the true emperor
reborn. The characters are identified, when the
mud ball is opened, as people of destiny —those
who assist and enact the will of the emperor.
And, even if the characters are not precisely
seven in number, it is an irrelevance, because
Khordavu had, in effect, many servants who
were deserving of the title.

l-inding & Carpencer

I See Stories is quite specific about where to find
the carpenter: the third village of the west bank
south of the Imperial Footrest. There are many small
villages clustered around Raibanth, each hugging the
riverbanks on either side of the Oslir, each home to the
farmers and artisans considered to be the Low People
of Dara Happa, forbidden to worship any of the gods
in the first row of the Gods” Wall (that is, the chief
gods of Dara Happa. See pages 18 to 19).

The villages are simple affairs of adobe houses, roofed
with reeds, forming grids of narrow streets around the
main well or a small market square. The people work
and act in simple ways, always bowing towards the
Ziggurat of Raibanth (if not necessarily the Dragon
Sun Emperor) and being as cheerful and as hospitable
as they can, in honour of Lodril, who, like them, took
pleasure in the low and simple aspects of the world.

The third village of the west bank south of the Imperial
Footrest is known as Urderanth because the god
who looks after the village is Urder the Worker. His
representation is everywhere, pressed and scratched
into the sides of buildings and, most importantly, into
the two pillars of stone that form the gateway to the
village. Urder’s representation is a simply clad figure
who walks away from a representation of another god,
carrying a grain flail in one hand and a basket in the
other. On the left-hand pillar the other god represented
is clearly Lodril. On the right-hand pillar the god is
clearly the Golden Sun Dragon. Urderanth is keen to
demonstrate its full acceptance of its status in the eyes
of gods and emperors.

The people of Urderanth go about their chores and
tasks diligently and cheerfully. They are naturally
polite and deferential to any who are clearly of
higher standing than they, and the characters do not
experience any difficulty or belligerence amongst
these people. Anyone questioned readily points out
the home and workshop of the carpenter — a pair of
connected buildings on the far side of the village, set
away from the river. If they ask about the carpenter
before approaching his dwelling, the characters learn
some or all of the following, depending on the success
of an Influence, Oratory or similar test.



o} The carpenter has been in Urderanth for as long
as anyone can remember

o} His name is Galoumesh, which is not a local
name

o} He is very religious — uncomfortably so, but he
is no priest

o} He is considered quite mad. He frequently
rambles and wails for no reason anyone can
fathom

o} He is blind, but that does not prevent him from
working wood, although his son does help him

o} He claims to have wandered the world before
becoming a carpenter, but he says little of his
travels

o} His wife, Aivendir, is stunningly ugly, but a
good soul nonetheless. She is well-liked in the
village

o} His son, Kavoumesh, is as handsome as his
mother is ugly. How did that happen?

Galoumesh’s Workshop

A pair of simple adobe dwellings, each a single storey,
each with a traditional sloping roof, are separated from
the rest of the village by a simple picket fence. A few
goats and some chickens peck and scratch around the
yard and bundles of timber, neatly stacked and tied,
are piled at one end.

The larger of the two buildings is the family residence.
The smaller is the workshop. It has a pair of large,
sturdy wooden gates for its door, one of which is
open. The sound of sawing, hammering and chiselling
emanate from within. Sitting outside the workshop in
a wicker and wood rocking chair is an old, old man.
His face is deeply creased by both age and the weather,
and his empty eye sockets are covered by a grubby
linen bandage. His hands are restless, scratching and
shuffling, wringing together. His thin, parched-looking
lips murmur unintelligible words. There is a look of
great sorrow on this old man’s face; great sorrow and
great hardship.

This is the man who calls himself Galoumesh. It is not
his real name, but it is the name he has used for the
past thirty two years in order to hide from his enemies.
Galoumesh’s real name is Urvanyar and every true
Dara Happan knows the name well. For Urvanyar was
the son of Dismanthuyar, the last human emperor to
occupy the throne before the coming of the Golden

Dragon. Urvanyar battled the Golden Dragon and was
defeated. His heart and eyes were taken from him, so
that he could not take the Ten Tests and challenge the
dragon for the emperorship; his father, the much loved
poet emperor, was slain outright.

Urvanyar wandered away from Dara Happa and into
obscurity. He relied on charity and became a blind
beggar, travelling down the river and across the
mountains, reaching as far as Ralios before wandering
back to his homeland. For ten years he wandered as
a beggar, before coming at last to the villages on the
outskirts of Raibanth where he met Aivendir who
showed him the greatest kindnesses. They settled in
Urderanth and had but a single son, named publicly as
Kavoumesh, but in truth he is called Karvanyar, again
so that Dismanthuyar’s slayers will not find him.

Aivendir knows of her hushand and son’s importance
and has spent her life in the firm belief that they will
continue to live as simple people here in this simple
village. She wants nothing but peace for them all.
However, she is no fool. When the characters arrive
that strange sense only women possess alerts her
that the world about her is going to be shattered.
Her understanding of what the characters represent
and what they will become means she dislikes them
immediately, turning her normally radiant and kind
temperament impatient and shrill.

Kavoumesh is inside the workshop, repairing a cart
when the characters arrive. He continues working
whilst they talk with his father.

Talking With Galoumesh/Urvanyar

When approached Galoumesh looks up with unseeing
eyes and asks for the characters to name themselves.
Next he calls for Aivendir and asks her to describe
each of the characters in detail. The characters should
be struck by Aivendir’s ugliness but more so by her
kindness. Any character who successfully uses a Solar
Pantheon Lore skill (with a +40 bonus to members of
either the Dendara or Gorgorma cults) understands
that Aivendir embodies the qualities of both Dendara
and Gorgorma in one body and is therefore a woman
of special talents. Similarly, Aivendir, as she describes
each character to her husband, begins to realise their
true nature and is disturbed by it. She becomes terse
and irritable and, as she completes her final description,
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runs back inside the house in tears, unable to look
upon the characters any longer.

“Truly puzzling,” the blind man says. ‘Yet you did
and said nothing to offend her that | could tell. You
had better state your business and be quick about it. |
would not have my sweet wife upset, if your presence
here upsets her.’

Galoumesh listens to whatever the characters tell him
carefully. He is dismissive of the dragonewt (‘All
tricksters!”), and dismissive of the request for a Prayer
Box (‘I have several gathering dust and mouse droppings
at the back of the workshop®). But, when it comes to
discussing payment and the characters speak of the mud
ball, or gives it to him, Galoumesh falls silent for a long
time. The characters might also notice that the sounds of
woodworking from the workshop have stopped. Finally
he holds out his hand and asks for the ball to put in his
palm, if the party has not already given it to him. He
weighs it, rattles it and shakes his head.

‘If | had the means of producing it, | would weep a river
of tears for this. For it was brought to you by the tears of
a goddess.” He turns his head and calls for his son.

Karvanyar Revealed

Kavoumesh steps out from the shadows where he has
been watching his father. He is a tall man, lean and
strong, with long blond hair and an immaculately
trimmed beard. His face is angular and impressive,
giving an immediate impression of both trust and
confidence. He carriesahammerinone handandalong,
sharp chisel in the other. He watches the characters
intently but does not greet them. Rather he crosses to
his father. The two men do not speak, but Galoumesh
holds out his palm to show the mud ball. Kavoumesh
nods, takes it, and, before any of the characters can
do anything (or, if they are swift enough, he threatens
them with his weapons), he presses the mud ball into
the empty socket of his father’s left eye.

Galoumesh closes his lid over the mud ball and a
cracking can be heard. He gasps — but not in pain —
and covers his right eye socket with his palm. There
is a further sound of grinding and, when Galoumesh
removes his palm, the characters can see that, in the
empty socket, are the seven pellets that were contained
in the mud ball. The old man tilts his head forward and
lets the pellets spill forward into the hand of his son.

‘For thirty years or more | have hidden, and hidden my
son from the world,” he says, in a strong, steady voice.
“The name of Galoumesh is no longer needed. Neither
is the name of Kavoumesh. From this day hence | am
Urvanyar again, and you, my son, are Karvanyar!’

Each character should be allowed a Lore test to grasp
the significance of the blind man’s words and how
easily he broke open the mud ball. No magic could
have injured that device — none save the touch of
the gods themselves. Making a successful Lore test
(using either Solar Pantheon Lore or World Lore) the
characters know that they are standing in the presence
not of an old, blind carpenter, but of a wronged
warrior who opposed the Dragon Emperor and its
minions when the throne of Dara Happa was wrestled
from men. The hazy halo of Ezelveztay, the light of
the One Before the One, forms around the heads of
both Urvanyar and Karvanyar, clear for the characters
to see. But for now, only the characters can see the
Ezelveztay halo; it is invisible to those who have not
pledged an oath of compact with either hero.



The Seven Servants Revealed

Karvanyar reads the inscriptions on each pellet silently
and, when he is finished, he looks up to the characters
a smiles broadly, as though he has been granted true
enlightenment. ‘Great Antirius wrote these words,’
he says, ‘and Great Lodril protected them. Graceful
Oslira took them from hiding, and now the Seven
Servants who once served Khordavu have brought
them to me and my father. Friends, | and my father
welcome you on this, the day of our awakening. A day
that calls to mind that day when Yelm in all his glory
ascended back to the heavens after he was slain by the
rebel gods!”

This is a pivotal moment for the characters. The hand
of Yelm is touching them, raising them from their
mundane existence and placing them in a position of
semi-divine service. What the characters are witnessing
is the awakening of a Hero who will challenge the
usurper Dragon Emperor. Every hero requires aides,
companions and supporters, and fate has singled out
the characters to be these people. If the characters do
not share in the immediate epiphany of Karvanyar and
his father, Karvanyar explains how he views things
over a simple, but delicious meal, Aivendir prepares
and serves in the main house.

‘My father challenged the Dragon when it came to
claim the Imperial throne,” he says in the candlelight.
‘He took his warriors into the fields of battle south of
Raibanth and beat the Dragon’s champions. When he
faced the dragon itself it used magic and trickery to
steal both his eyes and his heart so that he would be
forever unable to take the Ten Tests of Yelm and ascend
to the throne himself. With no heir, the true emperor,
Dismanthuyar, my grandfather, was weakened and the
Dragon destroyed him. That is how he claimed the
throne. Yes, he took the Ten Tests and passed them
all, but only through low cunning and trickery. Your
presence today is the sign my father and | have been
waiting for. The sign that the gods are ready now to
strike back at the hated Dragon Empire which tries
to make us all into wyrms. You have come here and
been revealed as those who will aid me in preparing
for the Ten Tests. But there are other challenges that

must be faced, and these will be things | may not be in
a position to face personally. In Khordavu’s time the
Seven Servants acted in the name of the gods and the
emperor to achieve Yelm’s will. That, my brothers, is
the purpose of our meeting. You are those companions.
Today, we have all been awoken. We are the rays of a
new sun that will bring horror to the Scaled Ones. A
new dawn for Dara Happa. Together my friends, we
can reclaim these lands.’

The speech is eloquent and moving. Any characters still
doubting that they have a part to play in a great destiny
may attempt to resist Karvanyar’s Influence (90%). If
they are still unmoved, Karvanyar offers this.

“There is an irony in that you were brought together
by the dream of a dragonewt. That one of my enemies
should have an unwitting part in this is proof to me
that you are the Seven Servants. If you are not, then
I will make you a prayer box and you should take it
back to the dragonewt, for that is the honourable thing
to do. Yet I am willing to wager that the dragonewt
will either have changed its mind about the box, or
have already forgotten it altogether. When Yelm sends
Antirius to declare the truth, Antirius works in strange
and oblique ways. Trust in me, and, my friends, you
shall be a part of a new empire that is good, just and
honourable.’

Culc Cpiphany

A character’s cult membership can be used
to determine how he grasps the truth of these
revelation.

Worshippers of Lodril, Dayzatar and Antirius
understand immediately that what Karvanyar says
is true and they should offer him their allegiance.
Worshippers of Dendara, Lokarnos, Buserian, and
Elmal may require more proof before accepting
what they have heard. Worshippers of Gorgorma
and Shargash may be quite sceptical and require a
good deal of persuasion.
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Karvanyar, aided by Urvanyar, is quite prepared
to debate for many hours to gain the characters’
support, arguing eloquently whilst Urvanyar provides
fascinatingly detailed accounts of the battle with the
Golden Dragon that could only come from one who
was there and suffered in the way he suffered. As a
final token of proof Urvanyar opens his shirt to display
the huge, circular scar on his breast where the Golden
Dragon reached in and stole his heart. If anyone listens
to his chest, no heartbeat can be heard.

The Oath Swearing

Karvanyar insists that everyone present should swear
an oath before Yelm, acknowledging his rule over the
universe and pledging to restore the rightful emperor
of Dara Happa to the throne.

I swear to kneel before Yelm’s Good Grace

I vow to restore justice and balance in the world

I give my oath to rid the Oslir Lands of false prophets
I swear to fight for the true lineage of Murharzarm

I pledge to make the Dragon my enemy

I vow to drive the Dragon’s allies from my lands

| give my oath of service to the true emperor of Dara
Happa

I give my oath of service to my colleagues and friends
| give my oath of service to the peoples of Dara
Happa

I give my oath of service to Yelm, his Brothers, and the
Light Eternal

Karvanyar and Urvanyar swear the same oath. Aivendir,
watching quietly from a corner, weeps soundlessly as
she sees her husband and son lost to a greater destiny.

Swearing the oath binds the characters to all the
relationships it contains and to all the other oath
takers, including Karvanyar and Urvanyar. If the oath
is broken then the character becomes an opponent of
Karvanyar and the Seven Servants, and may be subject
to Karvanyar’s punishment. Only Karvanyar can release
a character from their oath without incurring disgrace.

Benepics of the Oach

Each character gains the magical ability of Oath
Friend. By expending a single Magic Point he knows
the location of any of the oath takers, irrespective
of distance. The ability also allows Karvanyar to

summon any or all of the Seven Servants to him
through a simple, mental command. Failing to heed
the summons can be construed as breaking the oath,
unless the character has a good reason.

Each character also gains the spell Sunbright (Cults of
Glorantha, volume I, page 94).

Karvanyar dismisses the characters, explaining that
he and his father must now make plans for the next
steps to be taken; he will summon the characters via
the Oath Friend ability they now share. Before the
characters depart he beckons them into the workshop.
On the workbench is the piece of carpentry Karvanyar
had been working on when the characters arrived: it
is a Prayer Box. An ornately carved box, 30cm by
20cm by 10cm, which is used by priests of the Solar
pantheon to carry their holy prayer scriptures. The box
is decorated with the symbols and representations of
the Celestial Court on the sides, and on the lid is a
representation of the World Pillar, surmounted by the
Ezelveztay. As Prayer Boxes go, this is an exquisite
piece of the work; beautiful in its simplicity, but
breathtakingly detailed. Karvanyar tells the characters
to take the box to the dragonewt. He then embraces his
new friends in turn and bids then to wait for his call.

Recurning co 1 See
Stcories

Whenever the characters decide to return to the place
where they first met the dragonewt, bringing the
Prayer Box with them, they find | See Stories waiting.
This time the dragonewt is wearing a very fine robe
of brilliant blue and a headdress of summer flowers.
It is also accompanied by two fierce-looking Beaked
dragonewts, each bearing a klanth. The warrior
dragonewts look aggressive, and, if any of them is
challenged or threatened, they react aggressively, but
otherwise say and do nothing.

‘It is a fine prayer box,” the dragonewt says, not even
bothering to inspect what the characters have brought.
‘I shall keep the dreams of the Inhuman King in it and
take them out every eight hundredth day and polish
them until they are quite dull.” I See Stories hands
the box to one of the Beaked dragonewts. ‘So, this is
how the End begins,” it says. “‘Very curious, but most



Ends have some kind of beginning although not all
Beginnings have some kind of end.’

And, with that, | See Stories turns and walks away,
accompanied by its bodyguards. The dragonewt’s part
in Karvanyar’s saga is done; it has no further part to
play in the events that will unfold.

Awaicing che
Summons

It is four seasons before Karvanyar summons the
characters back to him and in this time there is room
for small adventures and mundane responsibilities.
Karvanyar has given no instructions as to what the
Seven Servants are expected to do for him, so the
prudent course of action, for now, is do nothing.

Karvanyar is not idle. He moves around Dara Happa
going up river and down, out towards Talastar and then
over the river towards Rinliddi. He is constantly on the
move. Urvanyar remains in Urderanth with Aivendir.

One morning in Dark Season the characters are
summoned not by Karvanyar but by Urvanyar. His
summons comes as a frail, desperate calling for help.
Karvanyar is too distant to return to the Raibanth region
in time; the characters need to go Urvanyar’s aid.

Urvanyar and Aivendir are found in their home in
Urderanth. Aivendir is anxious and Urvanyar is angry
and upset. It transpires that a Dragon worshipper
visited them the previous day, claiming to be looking
for someone to make him a new cabinet as a wedding
gift to a friend. Despite Urvanyar’s hatred for those
who are members of the EWF or collude with them,
the discussion was civil enough and Urvanyar agreed
a piece to be made when his son returns. The visitor
arose and thanked him, but, as he said his goodbyes,
he did not use the name Galoumesh but Urvanyar’s
real name, thus betraying his true purpose.

“The Dragon knows | am alive,” Urvanyar growls.
‘Which means that he will try to kill me. He also
knows I have a son, and so he will try to kill Karvanyar
too. This village is safe no longer. We need a place of
safety and secrecy and we must go at once!”

There can be little doubt that Urvanyar’s suspicions
are correct. The Empire of Wyrms’ Friends and those
Dara Happans who worship the Golden Dragon
Emperor will go to extreme lengths to silence their old
enemies. Urvanyar represents a threat to the Golden
Dragon’s rule, and therefore a threat to the EWF. The
characters must act quickly.

Enter the Dancers

The EWF has mobilised one of its Hunting and Waltzing
bands operating within Dara Happa. The Sun Dragon
Dancers venerate the Golden Dragon with evangelical
fanaticism and are murderously obsessed with
protecting the EWF’s outlying territories, sensing that
the Dragon Empire is in danger of fraying at its outer
edges. Their immediate goal is to capture Urvanyar.
Killing him would not be prudent as it would create
a martyr (and possibly a powerful spirit or demi-god)
and further Karvanyar’s cause. Capturing and holding
Urvanyar gives the EWF leverage over its enemies; that
is the Dancers’ principal aim. The EWF hopes that, by
holding Urvanyar, Karvanyar can be bartered with.

As the characters reach Urvanyar, the Dancers are
already on their way from Raibanth, prepared to
kill anyone who gets in their way. They know of
Urvanyar’s old exploits as a leader of armies and
therefore the threat he poses to the EWF. The Dancers
are also trouble-shooters for the Eternal Dragon Ring,
the true power behind the might of the EWF as all
its members have transcended to either semi or true
dragon status having studied under the legendary
Obduran the Flyer.

Menakai is the leader of the small group and he is well
known elsewhere in Glorantha but few in Dara Happa
are aware of him. The Dancers use omens and signs
to determine the likelihood of their success, and they
are therefore somewhat reckless in their approach. As
capturing Urvanyar alive is the principal aim, their
tactic is to try to separate him from the characters and
then have Essuira hold him whilst the others beat-off
any resistance. They cast their draconic magic well in
advance of any confrontation, so their various magical
abilities are always ready for deployment.
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(Menakar Ourosc

An apostate Orlanthi who has fully embraced the
draconic way and believes that all cosmologies save
for the draconic are a heresy. Menakai is the enigmatic
leader. He goes everywhere naked, with every
single inch of his body covered in swirling, cryptic,
mystical tattoos wrought by dragonewts in Dragon’s
Eye. He serves the EWF with a smile, either whilst
evangelising or whilst killing. He has not slept in
fifteen years and his eyes will no longer close. When
not issuing instructions to his group he chants to
himself incessantly in Auld Wyrmish.

Cssuira che Grave

Menakai’s taloned lover, she hails from the Hydra
Mountains and is unswerving in her devotion to the
Great Dragon Project. She has had many lovers within
the EWF and with her sure and guiding hand each has
gone on to greatness. Her core belief is that every soul
she takes becomes a whorl on one of the scales that
will form the Great Dragon’s hide. She is the only
member of the Dancers who understands the complex
significance of the tattoos covering Menakai’s body
and that is why she is his lover.

Ootam the Cunsced

A hunchbacked menace from Kostadi who has waking
visions so powerful that he believes he is engaged on a
perpetual Heroquest of which his mundane existence is
but one, long stage. His true hatred is for Malkioni, but
he is convinced Yelm and the Solar deities are all part
of the Malkion scheme for a single, unified concept
that must be crushed at all costs. His dedication to
the draconic way is unswerving: before joining the
Dancers he served Lord Great Burin at the Battle of
Derovan, an experience so ecstatic that it triggered his
waking visions of draconic magnificence.

Dss'ch

Hss’th (pronounced Huss-THE) is a beaked dragonewt
of Absolute Circuitous Fortuity that believes it owes a
huge debt to Oolam the Twisted and so follows him
everywhere, fighting with him and his colleagues
where necessary and acting as an enigmatic servant and
trouble-shooter for the rest of the time. Hss’th prefers
to skitter around on all fours whenever it can, making
a peculiar hissing sound and rolling in dirt. When not

doing this, Hss’th spends days in meditation, staring at
either the sky or the ground, depending on conditions
known only to itself.

In a fight Hss’th always waits for the first round of
combat to finish whilst it decides if participation is Right
or Wrong action. A successful Right Action test sees
Hss’th fight mercilessly with its colleagues. If the test is
a failure, it simply meditates, oblivious to what happens
around it, even if attacked. The rest of the Dancers
are perfectly at ease with Hss’th strange ways; indeed
Menakai often meditates alongside the dragonewt.

‘Che Ambush

The characters have to get Urvanyar and Aivendir
to safety. Precisely where that is, is down to the
characters. They should be encouraged to spend a
little time thinking through where they will go and
how they will get there. What they do afterwards can
be decided later.

The village has few ways in or out. It is surrounded
by open scrubland to the north, west and south, and
on the east the land shelves down to reed beds, marsh
and then the Oslir River. The Dancers are approaching
from the south, making use of the scrubland bushes
and rocky outcrops as cover for an ambush, if needed.
They hope to take Urvanyar on the road as this is the
easiest option, but the Dancers do not waste time; they
strike wherever the opportunity appears.

If the characters dither or procrastinate, then the
Dancers make their attack in the village itself, splitting
up so that they can surround Urvanyar’s dwelling,
using the village buildings as cover.

If the characters take the river, they need to negotiate
the marsh and reed beds. Movement is slowed by one
half as this terrain is crossed, and Athletics tests are
needed to prevent from stepping into a deep marshy
area and getting stuck fast for 1D8 Combat Actions.
At the river, they need a boat. There are a few coracles
used by village fishermen arranged further downstream
but a coracle takes only one passenger, and there are
only three coracles. The Dancers follow along the river
bank as far as they can, throwing magic to incapacitate
their quarry. Oolam and Menakai are happy to pursue
the party into the water if necessary.



Ir che Oancers Succeed...

The Games Master’s task is therefore to arrange the
ambush and attack and run its course. The Dancers
want Urvanyar alive but have no concern for the lives
of anyone else. If they successfully capture Urvanyar
they make a rapid escape to their Safe House which is
an underground temple in the dragonewt city of Ten
Tests Passed (see page 51). The Dancers hold Urvanyar
for six days, awaiting the advice of the Eternal Dragon
Ring. That advice is to take Urvanyar from Ten Tests
Passed to the city of Alkoth where he can be held,
literally, in Hell itself.

This gives the characters opportunities to pursue the
Dancers, following them to either Ten Tests Passed,
down river to Alkoth (the Dancers take a river barge
to the city of Shargash), and then into Alkoth itself.
This final option is particularly effective as it adds
a further test for the characters who will be sent to
Alkoth anyway in a later chapter.

Giving chase and fighting for Urvanyar’s return should
not be easy. The Dancers are skilled and challenging
foes operating with the full backing of the Eternal
Dragon Ring. If they get to Alkoth Urvanyar is given
into the care of Lorenkarten the Mile, a powerful
draconic mystic who figures later in this saga. If they
are caught in Ten Tests Passed, the dragonewt city,
the Dancers call upon dragonewt allies to contain the
characters whilst they make good their getaway. The
characters therefore find themselves in battle with
powerful dragonewt characters. See Ten Tests Temple,
below, for an overview of the Dancers’ lair in the
dragonewt city.

Ir che Characcers Procece Urvanyar...

Despite their power, the Dancers are not fools. If
bested they tactically retreat to consider their options.
The Dancers will bide their time and seek other ways
of capturing Urvanyar and gaining their revenge on
the characters at some point determined by the Games
Master. Their success depends purely on the amount of
effort the characters put into securing Urvanyar’s safety.

Protecting Urvanyar needs to figure highly in whatever
the characters plan as part of this scenario. Some
options for consideration:

o}

The characters can call upon their Leagues
and Associations for favours. Safehouses
with guards and magic can be secured if the
characters can successfully negotiate terms
with a League or Association. This may prove
to be a formidable task: gaining such help
implicates a League and Association in an
act of rebellion against the Golden Dragon
emperor and not all Leagues will welcome
this degree of involvement — although some
clearly will. Much depends on the League and
Association choices defined by the players
when their characters were created. But it is a
worthwhile option for consideration for several
reasons. First, Leagues and Associations have
the resources to offer the kind of protection
Urvanyar needs from the predations of the
Eternal Dragon Ring — or can negotiate them
with other Associations. Secondly, dependent
on allegiances and attitudes, League and
Association support for the rebellion Karvanyar
plans is vital, so Karvanyar himself would
favour such an option and support it. Alliances
made at this point will serve very well later in
the campaign.

The characters can keep matters secret and
make their own arrangements, using their
family connections to keep Urvanyar safe.
This has similar implications to League/
Association involvement but at a more local
level and requires the characters to make
security arrangements themselves. As an
option it offers opportunities for the characters
to involve themselves in setting up an effective,
secure environment for Urvanyar, perhaps as a
temporary measure, whilst better arrangements
are negotiated with Leagues and Associations.

A third option is to find Karvanyar and take
Urvanyar to him. At this stage in the campaign
Karvanyar is wandering Dara Happa in secret,
learning all he can about the situation in each city
of the empire. He moves stealthily using a variety
of different aliases, going one from Association
to another, from Elz Ast to Nivorah, learning
all he can about the Golden Dragon’s strengths,
weaknesses, extent of influence and plans. He
creates allies and enemies in equal measure but
learns much about the EWF influence in the
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empire and begins to draw his plans against
it. Finding him is not a difficult task for the
characters as they have the ability to locate him
wherever he is, but reaching him may take time,
depending on where, in Dara Happa, he happens
to be working. Once found, Karvanyar makes
secure plans for his father’s safety and is grateful
to the characters for keeping Urvanyar safe all
this time. But, whilst the characters search for
Karvanyar they remain vulnerable. The time
they take searching for, and reaching Karvanyar,
is used by the Dancers to find the characters and
launch another attempt to capture Urvanyar,
taking him directly to Alkoth.

Whatever the direction events take, Karvanyar
eventually summons his Seven Servants to meet him
in the wealthy house of a sympathetic merchant who
lives on a private estate several kilometres east of
Yuthuppa. Karvanyar wants all the news the characters
can offer and imparts his own. He also prepares them
for the task ahead, as described in the next chapter.

Game (Dascer

Resources

This section provides resources necessary for running
this chapter of the Dara Happa Stirs story: statistics
for the various non-player characters involved and
background detail on the base of the Dancers in Ten
Tests Passed.

The Dancers

The Sun Dragon Dancers are an elite Hunting and
Waltzing band. They do not leap to rash decisions and
they do not accept defeat lightly. Despite their mystical
nature they are of a single mind: absolute devotion to
the draconic way and nothing, nothing is allowed to
get in the way of it.

(enakar Ourosc
Menakai’s tattoos come to life in combat, chasing
across his body and disrupting his natural shape. This
affords him a natural defensive advantage and anyone
engaging Menakai in single combat suffers a —30%
penalty to all attacks.

Characteristics: STR 14, CON 15, SIZ 13, INT 16,
POW 17, DEX 14, CHA 13

Armour & Hit Points

D20 Hit Location AP/HP

1-3 Right Leg -6

4-6 Left Leg —/6

7-9 Abdomen -7

10-12 Chest —/8

13-15 Right Arm -/5

16-18 Left Arm —/5

19-20 Head -6
W~eapons
Type Weapon skill Damage / AP
Longspear 112% 1D10+1D2 4/10
Dagger 89% 1d4+1+1D2 4/6

CA: 3 SR: +15 Move: 4m MP: 17

Skills: Acrobatics 60%, Athletics 65%, Boating 33%,
Courtesy 51%, Dance 67%, Dodge 80%, Draconic
Illumination 74%, Driving 30%, Evaluate 44%, First
Aid 36%, Influence 40%, Language (Theyalan) 68%,
Language (Auld Wyrmish) 70%, Lore (Animal) 34%,
Lore (Dara Happa) 35%, Lore (Dragon Pass) 65%,
Lore (Orlanthi) 56%, Lore (Plant) 48%, Lore (World)
52%, Martial Arts 94%, Perception 64%, Persistence
63%, Resilience 66%, Riding 40%, Sing 18%, Sleight
27%, Stealth 52%, Throwing 76%